



" RST REVIEW 



Bfor adventure news and reviews i 






TRANSMISSION b 

STARDATE October 




The officially e| 
ofthe IMo.l ar 



sed version 
1 game by 



Imagine Software I 



Imaaine Software 1 1 9841 Limited-6 Central Street- Manchester-M2 SNS-Tel: 061 834 3939 






FEATURES 



The Young Ones 11 

Exclusive review of the game featuring Rick, 
Neil, Vyvyan and Mike. 

Beoden's Journey 30 

An “heroic warrior" adventure with you as its 
hero. Your Journey begins by the entrance to the 
Trolls Tavern. 

Sorderon’s Shadow 36 

An in depth review of a 750 word text adventure 
which features landscaped graphics. 

Barry McGuigan’s Boxing 48 

Will Activision's simulation K.O. its opposition? 

The BBC Collection 52 

Ten classic games for the BBC Micro. 



OFFERS 


Compumart Competition 

There’s still time to solve our brain 
win an Atari 130XE Disk pack. 


14 

i teaser and 


Readers Club 


29 


Join the club that has thousands i 
spread throughout the world. 


cf members 



PROGRAMS 


Scramble /C64 


82 


Minefield /BBC 


87 


jewel Maze / Spectrum 


92 


Munch / Amstrad 


94 



hly magazine 
appearing on the fourth 
Friday of each month. 
Subscription rates upon 
application to: Computer 
Gamer Subscriptions 
Department, Infonet Ltd, 
Times House, 170 The 
Marlowes, Hemel 
Hempstead, Herts HP1 
IBB. 

The contents of this 
publication including all 
articles, designs, plans, 

‘ swings ana other 
itelleotual property rights 
lerein belong to Argus 
Specialist Publications 
Limited. All rights 
conferred by the Law of 
Copyright and other 
intellectual property rights 

international copyright 
conventions are 
specifically reserved to 
Argus Specialist 
Publications Limited and 
any reproduction requires 
the prior written consent 
of the Company. ©1985 

a s Specialist 

cations Limited. 



Tony Hetherington 

Editorial Assistant: 

Mike Roberts 
Interplanetary Adviser: 

Group Editor: 

Wendy J Palmer 
Advertisement Manager: 
Sarah Musgrave 
Senior Advertisment 



Editorial Address: 

LondonWIR 3AB 
01-437 0626 

Origination and design: 

Argus Design Ltd 
Printed by: 

Alabaster Passmore & 

Sons Ltd; Toril. Maidstone, 
Kent. 

Distributed by: 

Argus Press Sales and 
Distribution Ltd, 12-18 
Paul Street, London EC2A 



ate October 1985 



REGULARS 



News 4 

The latest gaming news. 

Gallup Chart 16 

The new Top 30 plus Amstrad, Atari, BBC, 
Commodore 64 and Spectrum top tens. 

Coin-up Connection 18 

The latest arcade news. 

Hi-Score 22 

Are you a joystick genius? 

Puzzles 24 

Brain teasers to make your mind boggle. 

The Trolls Tavern 30 

Our new adventure section opens with the latest 

Adventure Helplines 33 

Help for ailing adventurers. 

Adventure Reviews 38 

Your buying guide to the latest adventures. 

PBM Update 42 

The latest Play-by-mail news and a look at two 
science fiction games. 

Dungeon Dressing 44 

Introducing magic to your adventures. 



Hints 46 

Your hints and tips on your favourite games. 



Between the covers 54 

New editions in the Gamer library. 

Competition Results 57 

Did you win the Tatung Einstein or a place in a 
PBM game? 

Screenshot Reviews 60 

Screenshot reviews of the latest games. 

Into Games 76 



Adding that professional touch to your own 
games. 








Anirog Trivia 

Anirog Software It 
release a Trivia game fc 
to six people. 

The game is played 
square board and 
players will have to an 



The good news Is that the 1 
questions are British orlen- ] 
tated which means that at | 
last there Is a computer 
trivia game that we have a 
chanoe of playing. 

Other forthcomlngi 

Space Sllot II and a plat - 1 
form game in which you 
oan build your own screens 
called Jump Machine. 



Luckily you are quite 
resouroeful and know one 
or two kung-fu moves 
which will help ypu to ex- 
plore the 18 levels of a com- 
plex complete with rooms, 
lifts and tunnels. 

During the game you 
will meet friendly 
characters who will teach 
you new skills as well as 
those out to get you. 

A particularly nice 
aspect of the game Is the 
use of digitised Images of 
the games characters that 
will let you reoognlse your 
friends and avoid the 

Nexus will be released In 
October and avaUable In a 
hand grenade shape pack 
for the Spectrum and C64 
and will cost £9.95. 

Enigmaforce Is the se- 
quel to Shadowflre and Is 
an animated graphic adven- 
ture featuring the Enigma 
team of Zarg, Syylk 
and Severina. This 
time the action takes place 
on Zoff's home planet. 

Bounces Is the latest 
working title for a 
futurlstlo sports simula- 
tion. The game Is to feature 
large animated heroes 
fighting to the death In an 

^Published under the 
Monolith label. Bounoes, 
alms to build on the cur- 
rent fashions for marshal 
arts and sports games. 

Finally Superman — the 
computer game. Is set to 
protect “truth and Justice, 
and the American way” in 
a computer near you in Oc- 
tober. 

The finishing touches 
are being added to the game 
by Beyond's American 
partners, First Star, who 
are already well known 
over here for games such as 
Spy vs Spy and Boulder- 

' According to Beyond, 
Superman will be released 
for 064, Spectrum, Atari 
and Amstrad computers on 
October 16th, 



The game has been 
designed by a new design 
team also called Nexus who 
are headed by Psl Warrior 
and Psytron authors, Paul 
Voysey and Tayo Olowu. 

you play the part of an 
Investigative reporter hot 
on the trail of an evil South 
American drugs ring. 



Beyond have unveiled four 
forthcoming games for 
Christmas Including a 
graphic adventure called 



Eecaan’s 

Transmission 

Greetings Earthings. 

Welcome to another 
packed transmislon of 
Computer Gamer. 

Unfortunately, I'm 
afraid" that we've had to 
slightly Inorease the price 



agree that It's worth every 
penny, xerolac, hurdlloh or 
galor to receive the latest 
news, reviews and features 
every month. 

exclusive in depth look at 
the Young Ones game 
whioh is bound to feature 
at the top of your charts. 
The game Is based on the 
BBC TV series which I 
understand is a cult on 
Earth and Is slowly cat- 
ching on elsewhere in the 
galaxy. Actually Its unoan- 
ny the resemblance bet- 
ween' Vyvyan and the phlur- 
dls here on Aargon. 

Those of an adventurous 
disposition should enter 
the Trolls Tavern where 
they will find Jjhe latest 
reviews as well as Beoden's 
Journey which is the first 
In our "Heroic Warrior" 
series. This Is a paper and 
penoil adventure with you 
as its hero and your quest 
begins by the entrance to 
the Tavern, 

Also in this transmis- 
sion there's still a chanoe to 
win the Atari Disk Paok In 
our popular Compumart 
competition, In depth 



.u,™.. .i the ar- 

cades In the Coln-op Con- 
nection and all the news 
and reviews that make 
Gamer the magazine for 
computer games players. 

Transmission ends. 



questions on aolence, 
Sport, History, Geography. 



Beyond’s Nexus 
Games 
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and their Interpersonal 
relationships. Eventually 
they make It to land where 
they must fight off the craz- 
ed mushroom people as 
they search for the 
materials and tools to 
rebuild their boat. 

In Attack of the Killer 
Tomatoes Mason Dixon 
stands alone in his fight to 

plicably giant tomatoes. 

These evil veggies are 
splattering windscreens, 
chomping swimmers, 
wrecking cars and general- 
ly getting their own back 
for the way they been 



Software is to 
a series of games 
„.i the worlds worst 
films. The first, •‘The At- 
tack of the Mushroom 
People" is to be olosely 
followed by "Attack of the 
Killer Tomatoes". The bad 
news is that plans are pro- 
gressing to bring you such 
horrors as “Plan 9 from 
Outer Space” and the "Wild 
Women of Wonga" oom- 

C - e with the Infamous 
“Come with us and we 
Wll cook for you”. 

The series alms to cap- 
ture the Intensity, drama 
and apalllng acting of these 



Global 

release 



and apalling acting ol uieae 
golden turkeys. The first 
will be terrifying Spectrum, 
Amstrad and C64 owners In 
October. 

Attack of the Mushroom 
People tells the tale of seven 
Innocent yachtsmen who 
are blown off course on a 
fishing trip in the South 
China Seas. 

Their yacht is gradually 
eaten away under the 
pressure of pirates, sharks 



they’re also eating people. 
Dixon tries to keep his 
cover by having a quick 



Those of a kind disposi- 
tion may forgive Global for 
this temporary loss of sani- 
ty and remember the ex- 
cellent Magician’s Ball that 
was reviewed last month. 



bat droid ever built. He 
stars in Tujad, a new Spec- 
trum arcade adventure 
from Orpheus. 

Your mission Is to In- 
filtrate and repair the 
malfuctioning orbiting fu- 
trolled by a super computer 
called Tujad. 

Unfortunately the reac- 
tor's defense systems don't 
appreciate that your only 
trying to repair its Sub Pro- 
cessor Element and decides 
to use you for target prae- 

^If you are to succeed you 
of your available equip- 
ment which Includes a 23 
Megawatt blast laser, hom- 
ing discs, self detonating 
drones, molecular disrup- 
ting grenades and a tube of 
supei'glue. 



Tujad 

This rather mean looking 
character Is known to hiB 
friends as GEN 19 and 13 
the most sophisticated com- 



Cllffhanger days , 

ith more 



“ll Mgy 

eluding a fjjj lon v 






Sf Cllffha 



bouldersj 



uenture 



<> ms ms 




sound. Software availabili- 
ty Is no problem as It can 
run C64 software and the 
whole library of CP/M soft- 
ware in a number of dif- 
ferent configurations. 

The equally much 
maligned Enterprise 128 is 
oomparlble, having a 
similar user base, speed, 
and software base — 
though, as with all com- 
puters it seems, better 
graphics and sound. ^ 

worrying about iff that this 
may only be a move to shift 
the estimated 50,000 stock 



On a brighter note for 
the games player is the new 
Spectrum. News has been 
denied and circulated for 
some time now, though 
with Sinclair unloading 
some £ 10-£12 million of 
stock to get himself out of 
financial difficulty, it looks 



and a monitor included, the 
QL has some software 
bundled with It, however 



But at £199, the QL Is 
certainly cheaper than it 

that Ultimate and one or 
two other companies may 
be producing games for It, 
though in the aforemen- 



wlll probably not be in- 
terested in that what which 
is included. Microdrives 
ABE, however on the QL, 
though whether these are 
better than the fast, 



number of maohlnes are 
out with software houses. 

128 K memory, sound, 
and a different ROM are the 

firmed. Though there are 
rumours of a Timex 206B 
type screen display (four 
modes including a 
812 X 192 mode) and a price 
— £175, though in the light 
of the new prices of 



e will be 
progress 



fallowing ^it 
through the 
with interest. 
This news 



the Amstrad's better 
graphics, sound, keyboard, 
etc. etc. and as far as soft- 
ware availability goes there 



ridiculous and is more like- 
ly to be around the £130 



L 28 K group 



The bad news is 
will not run certain 

S rotected software 
et 8et Willy n ( 
latest Ultimate st 
Sinclair isn't out 



in. The 



and in some os 
be £10-£20 lo' 
people will 
Amstrad is 
system with 



those computers that are 
able to Bupport them. 

The game itself is broad- 
ly based on the theme of 
The Doctor preventing 
some evil force editing time 
and to do this, he must 
diable the TIRU that is 
causing the problem. 

The gameplay is very 
similar to Castle Quest, le. a 
four way scrolling ladders 
and ramps game with 
adventure undertones, 
puzzles and problems to 
solve, and evil guards and 
slaves to oontend with. 

The game will cost 
£14,95 on the ^pectrum, 
Amstrad. The ROMed BBC 
version will cost £19.95. 

The BBC, Amstrad, and 
Commodore versions are 
available from 17 October. 



computer to a respectable 
48K (less of course the vast 
amount that the BBC needs 

The Amstrad and” Com- 
modore versions are broad- 
ly similar to each other and 

mat as the original Ca3tle 
Quest. 

The Spectrum version 
though is a bit dlsappoln- 



The game Is based on the 
software technology 
i developed during the pro- 
duction of Castle Quest on 
the BBC Micro. The main 
difference with this game Is 
, that It is covering four of 



of the graphics and hard- 
ware, the display does not 
take up the whole screen, 
but a small window in the 
top left hand corner. 
However the rest of the 
screen is filled with pic- 
tures of The Doctor and a 



Amstrad. Spectrum, BBC. 
And as a new departure for 
BBC owners, a section of 
the game is on a 16K ROM 
due to the memory restrlc- 

memory for the game In the 






ivailable : 



including 



lovember. 



Cheap At Half 
The Price 

The ailing Sinclair 
Research has reduced the 
price of the much maligned 
QL to a very low £199. 

The QL has been plagued 
with problems since Its 
'launch’ in January 1984. 
The launch was before the 
machine was really ready, 

and disappointing 
customers, later that 
finished, working, QLs 
were finally delivered. The 
resultant machine was 
somewhat different from 
the original specification as 



unoed 1 

months before. 1 



missing, the clock, multi 
tasking, half the Basic, an 
editor, and t; 



processor 1 
for text, 

It is to Psion's credit that 
they managed b 
the sotfwai — 

machine 1 — 

finished aB It will ever be, 
and if you Ignore the Initial 
spec, price, display quality, 
minute software availabili- 
ty for a 20 month old 
maohlne, it is competitive 
In the current market. 

We have received a list of 
software and add-ons for 
the QL from Sinclair — 
seven sides of A4 with plen- 
ty of white space — even In- 
cluding a cartridge copier! 
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Geoff Capes 
Meets The Zoids 



e baUlebegins 



i the t 






According 

ihe game win 1100 ue 
dominated by ' 'joystick 
bashing" but will instead 
demand a strategic ap- 
proach to Geoff’s training 
and timing and quick reac- 

‘ the events 

j. During the 

training the player will 
have to decide on which 
muscles to develop in the 
available time which will 
effect his performance in 
'.he competition. 

Zoids — the battle begins 
is a game inspired by 
Tomy's range of fighting 
dinosaur machines. 
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i based on TV 
nd films In- 



flection 
ime bas- 



Hlm “Rambo First Blood 
Part II”. Ooean has ac- 
quired the oomputer rights 
and has started work on 
Spectrum, C64 and 
Amstrad versions of the 
game. The Spectrum ver- 
sion is to be released in 
September with the others 
following in October. 

Other planned releases 
Include one based on the 
1 science fiction “V". Night 
I Rider, Street Hawk and the 
| Krypton Factor. 



blncor- rtlreotions. On 

Control 

displays the consequences 
_.^bnice.p fi f 



interactive 

pioneers 

The latest 

ploneer'sP 



adventure^ 

the disc >o lump t 



their 1 
machine 
potentii 

nearer t 

In Ja 



°e B l one a< step 
home market. 01 g'aoffrey 
T these machines pioneer sa id reoe 

fesSssisSSi 

n cost anywhere j,,-!,, ( potion centre in 
stored. All the disc it oa_ and computer 

SKg ESriSgfe 

computer ^^ther details con- 

m the Boreen tao i pioneer (OK), 
ids. This ability 






Rambo V Night 
Rider 



Winter Games 



that vr. 



II. Raid used to be called 
Raid over Moscow in its C34 
days but now its Just Raid. 
Zorro is Datasoft's ^plat- 

i’s fight 
.. During 



mlldlngs, solves puzzling 



form game version of th 
legendary Zorro’s figb 
against oppreslon. During 
the game our hero leaps tall 



supposed to educate seven 
year olds as they play the 
game. The game Involves 
collecting fruit and other 
tasks that if completed 
quickly will earn Donald 
enough money to buy a 

programs include the 
"Mickey Mouse ^S^aee 
the Pooh in 100 acre 



COMPUTER GAMER OCTOBER 198S 



48K SINCLAIR ZX SPECTRUM 




"NIGHTSHADE" recommended retail price 59.95 inc VAT. 

Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 
(P&P are included) Tel: 0530 41 1485 
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The aotlon takes place In a 
two storey house contain- 
ing some very strange 



storey, each occupying a 
third of the screen. The 

l top of eaoh 



Selecting DO generates a 



rently In 
terestlng 



and the most lr 



other floor. For example, as 
Mike, your In the sitting 
room watching the video 
and Vyvyan Is attacking 
Rick with an axe in the 
bathroom then those are 
the rooms that are shown. 

This gives you a fighting 
chance to follow at least 
- - rt of what's happening In 



part of 
the ho 1 



controlled loons whloh 
allow you to MOVE, DO, 
and TALK. 

The MOVE loons oon- 



DO allows you to pickup 
and use the various things 
In a room. These things 
three basic 



groups, 
about BO 



reoord. These all can be 



scenery, for example the 



s Important to note 
that the rooms are always 
shown on the screen at the 
same angle with only three 
of the rooms walls shown. 
There Is also a door at 
either end incase you have 
to run away and maybe one 
or two doors In the back 
wall. 

It Is In these rooms that 
the Young Ones continue 
with their normal day to 
day activity accompanied 
by an Impressive digitised 
version of the TV programs 
closing music. The 
characters are beautifully 
animated and are Im- 
mediately recognisable as 
soon as they walk through 
the door. For example Neil 
slouches through at 
medium hippy pace 
whereas Vyvyan runs. They 
can and do talk to each 
other through oomlo style 
speech bubbles which adds 
to the fun and atmosphere 



normal games. However to 
speed things up only possi- 
ble actions are displayed. 
For example mend will on- 
ly appear If an object Is 
broken as will THROW 
AWAY If a bin Is in the 



lists the things or people 
that you can talk about. ■ 
What Is aotually said 
depends on an Incredible 
number of factors and 
variables that combine to 
form the < 



The Characters 

The characters of the 
Young Ones have been cap- 
tured by the game with the 
result that the character 

C choose will decide the 
of game you play. For i 
example Nell will slope 
around extolling the vir- 
tues of heavy metal and len- 
tils whereas Vyvlan will be 
sllghly more aggressive. 

Each character views the 
games objects In a different 
way and Indeed each has 
his own alms in the game 
way of winning. For | 
— 's, a Cliff Richard 
means nothing to ; 



example, 



Important to 1 

your character than the 
other. Further clues to 
your goal will appear as 
you progress through the 
game. The list of objects 
generated by the DO com- 
mand guides you In the 
right direction by listing 
the objects In the order of 
Importance for that 
character. So If you see that 
the smelly sock is top of 
your characters list for a 
room then you know that 
you should do something 

This may Involve 

ibjects In other 
• Indeed those held 
oy me other characters. 

Each character has a 
memory and will remember 
lust how nice or nasty you 
have been to them. This will 
of course affect their reac- 

— 1 as a mistreated 

i about your 



other objeo 






soenery which Is only pre- 
sent to make the place look 
untidy. 



' 'bad 



bes" where 



le for 








Winning the 
game 

It would be Impossible to 
list In detail how each 
character can win the game 
as each is trying to com- 
plete a different objective 
which will become clearer 
as you play the game. In- 
stead some more general 
pointers that should help 
you through the game. 

It Is vital that you get In- 
to the character of the per- 
son you are playing. This Is 
because an Internal scorer 
marks you on your perfor- 
mance during the game. If 
you act out of character 
then you’ll lose points. This 
score lBn’t displayed 
anywhere on the screen its 
lust used by the program to 
leep track of how each of 
>-6 characters are doing. 

Points are also scored for 



are better than you and will 
beat you consistently, This 
Is helped by the fact that 
they know their way around 



the 



successfully using you 

portant objects ana lost fo 
breaking them. 

Using th T ’ 



a few mapping expeditions 
are recommened. Indeed 
finding all the rooms may 
in itself pose a challenge 
but will help some 
characters reach their aim. 
Don't fall Into the mapmak- 
ing trap that the two 
storeys are neatly stacked 
on each other with all the 
rooms In line because they 
aren't. Some rooms overlap 
two others whereas others 
only cover part of one. 

Remember that you oan 
use the “active” part of the 
scenery and not just the ob- 
jects lying around. 

Unlike any other licens- 
ed game where you don't 
need to have read the book 
or seen the film to play the 
game, anything that you 
remember from the TV 
episodes will help you since 
all the actions, objects and 



rom the shows. 



TALK can give „ 

Important additional Infor- 
mation. For example if you 
ask Neil to talk about t*“* 



i order and Conclusions 



^but 

also that he needs his 
guitar. On the other hand If 
Vyvlan finds Rick’s Cliff 
Album he'll no doubt 



Taking on the challenge of 
producing a game based on 
The Young Ones was oer- 
tainly an onerous one. 
However, Orpheus have 
. challenge well by 

perb Simula 

h the Young 

'“infact they've produoed 



just ‘'hate” It because It 
belongs to Rick who's 
always getting at him. Con- 
sequently not only can you 
collect the objects you need 
you can hinder the others 
by breaking objects they 
need. This Bhould of course 
be done In moderation as It 
will Infuriate the other 



The excellent sound ai 
graphics add to the appeal 
of the game but it* ' 



strength 

sonalitiei 



lies 1 



3 per- 



the Young 

unes themselves. 

Orpheus have In 

lot of time and effort Ir 
getting this right and h 
even enlisted the help fr 
the writers of the TV sei 
including Rlk Mayall. 

This has oertainly w" 



re Invested a 
' " rt Into 
.d have 



ing In the ol — 

rently on the screen display 
as it will help you keep 
track of the other 
' rasters. You may also 
■n a lot by watching for 
ech bubbles as the 
srs talk to and about 




Nell, here’s your chance to 
play him In a game that's 
heading straight for 
The Young Ones la to be 
released on the 1st of Oc- 
tober for C64, Spectrum, 
Amstrad and MSX com- 
puters. 










Will ail ATARI I 



| Compumart have just laun- 

a&MS'Sais 

I new Atari 130XE com- 
\ puter, along with a 1050 
j disk drive and a box of 10 
| blank disks. 

[ free by entering our easy to 
I enter competition. 



Compumart of 
Loughborough are giving 
away a fantastic prize to the 
first Gamer reader who 
solves our disk puzzle. 







I ported software. 



is prize will allow you 



ir featur- database. 



I Together with the 1030 
I disk drive the 130XE is 
I ready to use a wide range of 



How to Enter 



pumart, as well as being an 
Atari hardware dealer, also 
specialise in cheap, reliable 
disks. For example a pack 

only cost £9.95 to buy! 

The picture nnnnjsifco 
shows the result o: 



marvellous prize Is to solvi 
It seemed appropriate ti 



taking a 
a disk. 



All we want you to do is , 

it back together. We’ve 
numbered all the pieces so 
that you can tell them apart 
but to make things a little 
more difficult we’ve added 
a few extra bits. 
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3 1 Hypersports 

2 Way Of The Exploding Pist 

3 Frank Bruno’s Boxing 

4 Soft Aid 

5 Action Biker 

6 Frankie Goes To Hollywood 

7 Elite 

8 Jet Set Willy 8 

9 Spy Hunter 

10 Beach Head 

11 Spy Vs Spy 

12 Dynamite Dan 

13 Dambusters 
: 14 BMX Racers 

15 Finders Keepers 

16 Combat Lynx 

17 Cauldron 

18 Nodes Of Yesod 

19 View To A Kill 

20 Dun Darach 

21 Air Wolf 

22 Nick Faldo’s Open Golf 

23 Bocco 

24 Pole Position 

8S Daley Thompson's Decathlon 

26 Bruce Lee 

27 Red Moon 

28 Kik Start 

29 Alien 8 

30 World Series Baseball 



Melbourne House 
Elite 

Mastertronic 

Acornsoft 

Software Projects 

US Gold 

US Gold 

Beyond 

Mirrorsoft 

US Gold 

Mastertronic 

Mastertronic 

Durell 

Palace 

Domark 
Gargoyle Games 
Elite 

Mind Games 
Gremlin Graphics 
US Gold 
Ocean 
US Gold 
Level 9 



Ultimate 



Commodore 64 Top 10 



1 Way Of The Exploding Fist 

2 Hypersports 

3 Elite 

4 Frankie Goes To Hollywood 

5 Soft Aid 

6 Action Biker 

7 Kik Start 

8 International Tennis 

9 Pitstop 2 

, 10 Dambusters 



Melbourne House 

Imagine 

Firebird 

Ocean 

Various 

Mastertronic 

Mastertronic 

Commodore 

EPYX/US Gold 

US Gold 



Hi 
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YES.... place an order for our Spectrum or Commodore 64 Magazine and we will send 
you one of the above games absolutely free. We will also enrol you in our Discount 
Software Club enabling you to purchase software at huge savings over shop prices. We 
offer all the latest titles at substantial discounts such as, Frank Bruno's Boxing at 
F3.95 (saving £3.00), Frankie Goes To Hollywood at £6.95 (saving another £3.00) or 
Spy Versus Spy II at £6.95 (saving yet another £3.00). We also have a number of older 
titles at even bigger discounts, such as, Attack of the Mutant Camels for the Com- 
modore at £2.95, or Alchemist for the Spectrum at just 95p. In all we have over 200 
titles available for your computer. 




SIX MAGAZINES A YEAR 

A subscription of just £5.00 will 
bring you six magazines a year 
through the post. Each magazine is 
packed with reviews of all the latest 
software, reader’s game playing 
tips, competitions to enter, our 
reviewer's personal choices and a 
summary of how the other 
magazines rate the new releases. 
HARDWARE AND UTILITIES 
SUPPLEMENT 
Every new subscriber to the 
magazine gets a 32-page review of 
some of the more popular utilities 
— such as word processing soft- 
ware and hardware including 
joysticks and Spectrum interfaces. 



HOTLINE KEEPS YOU UP TO 
DATE 

Subscribers to the magazine can 
phone our 24 hour Hotline for up to 
the minute news of the latest 
releases. A three minute recording, 
updated weekly, details the new 
titles and their prices. Club members 
may order by phone too! 

EASY ORDERING 

You can order from our substantial 
range as and when you like. There 
are no minimum order requirements 
you don't have to buy anything 
at all. When you do order we do 
our best to despatch your goods 
within a week - often quicker. 








inlwt 



oir how to be injtyxo minds about paranoia 







£ 7.99 



481 



Alphonse T. Nurd needs help. His alter-ego has discovered 
the meaning of independence. If you can discover the 
secrets of sub-atomic particle separators and clean lifts, 
this is the game for you. The puzzle of a liftetime ... or two. 



The most powerful games in the Universe! 



Available from all good software shops. 

In case of difficulty write to: 

QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1 R 7DB tel: 01 439 0666 1^“''^'' 






ConipumBrt 




I 




Computer 



(With 2yr. Warrai 



Top Quality & Single Sided /Double Density Blank Disks 

P Buying in bulk has enabled us to supply these disks at the 

Best Prices in the U.K. 

With a LIFETIME WARRANTY 

Box of 1 0 5j" SS DD Blank Disks including labels and write protect tat 

ONLY £9v ” p . p 

Buy 5 Boxes and get a FREE Storage Case worth over £1 OH? 

50 5a" SS /DD Blank Disks in a FREE Perspex Storage Case 

ONLY £ 49 - ”p,p 

Goods despatched same day .... Disks 1st class post, Hardware - parcel post 



Compumart,(Dept.CG/10 ) 

71 Gracedieu Road, Loughborough, 
Lelcs. LE1 1 OQF Tel: (0509) 262259 




threatening rippl 
destruction that rou w> 
across the oceans of space. 
The Grand Council has met 



sag g fcrajs 
"n‘SE:l 



9 


13 


14 


15 


12 


45 


53 


16 


49 


18 


6 


37 


55 


50 


25 


35 


17 


16 


33 


42 


27 


11 


23 


19 


41 



and the Council urges with 
all its will to choose wisely. 
They are powerless to in- 
tervene — just as We, The 
Guardians. We can only 
watch and learn and hope 



their i 
Others 

appoint 
wits a 



signalgrowsweakthe 



imunicatingsomeoneor 



•e permitted to tell 

you just this — that within 
one of your years from the 
date of our first transmis- 
sion the Quest must be 
fulfilled. In your travels 
you will meet many 
strangers, and stranger 
than strangers. Some will 



;ryingtohelp; 

jringingitspov 

isthethlngy 



arroganceknowsnobour 



__ ... far from c__ 
i ted task. Keep your 
about you — stay 



nomentyoumustshield 

yourselfchooseoneofthese 

thingstohelpyoudrownout 

battlethatfollowsitlsnot 

muchbutitlsallwecanoffer 

forthetlmebeingforwemust 

oonserveourpowersforwhat 

liesaheadwaterairearth 



. There the m 



Score 50 for deciphering 



the body, has already 
managed to escape from the 
galactic demon (our last en- 
counter) aboard the space 
hang-glider. The key to the 
Quest beckons •* — " * 

single you — * 



r, from all 
i you 



ture unfamiliar to earth 
eyes. The crystals of 
Viluthian flash before your 



Editor’s Note to the reader: 

Readers, we are unable to 
provide a completed 
transcript of this bulletin 
from the Guardians. The in- 
terference on the waves has 
grown too strong and a 



gremlin seem: 



playing ' 
with all oommunica- 
' managed to 



820181530514112 185 
25 15 12 16 18 21 16 14 9 I 
23 1 16 1 

25 15 18 20 19 5 4 15 20 20 
1418 1 6 15 28 8 23 30 6 14 
1 12 16 5 8 20 
14 18 2124 141 1852019 
1 12 2 16 20 

2087 912 15 20513 15 3 5 



number correctly decoded 
Max Score 1 

. . .channels are open 
again. The force whatever it 
was has departed; maybe 
its powers are still limited 
— or it was playing with 
us? We do not know much 
of this bulletin you missed. 
Let’s hope it wasn't enough 
to do permanent damage. 

Did you bring a chosen 
item with you? One of the 
numbers below could 

communications being 
destroyed — records that 

arrive at an answer. Which 
number and which item 




TUI 1 the next *Ume!° we th 
Guardians say farewell. 



,t. Prince without a 
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1 









IS 165 



3 14 9 



5 20 20 



SO 5 14 



3 30 19 



11535 



3 SO SI 






maybe 

imlted 



nough 

ihosen 

irltten 





From the beginning of October 



Spectrum 48K £7.95 



Amstrad 



Gremlin Graphics, Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423. 





/ Super fit and desperate for 
1 / jY : freedom, Monty makes his daring 

Y/jr % escape from Scudmore Prison. 

AC — Hounded by the bastions of law 

: and order, our frightened hero 

finds refuge with the criminal 
, s* underworld who offer him his 

■ v - chance to breathe fresh air and 

^ bask in the sunlight once again . 
BaES^I^Sl Moving from safe 

house to hideout li 

to underground lair. Monty must IHhb 
select the correct five elements of I 
his freedom kit from the many he's I M 

offered and not miss out on the I \ . 

hidden gold coins that will make 
him a mole of leisure. 

At last he’s free but can he make 
the cross-channel ferry on time? 



"'i'. • «*'■ i 




iiSH 








lit’ 







A CHALLENGE 

BEYOND HUMAN ENDURANCE 



Alligata Software Ltd 1 Orange Street, 
Sheffield SI 4DW Tel: (0742) 755796 





READERS 






The Computer Gamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it to: 

Gamers’ Club 
Computer Gamer 
1 Golden Square 
London W1R 3AB. 



What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 



(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 

But enough of this, 
fill in the form get 
yourself an SAE, bung 
our address on the 
front of another and 
dig yourself up a 
stamp. Then you can 
see what it’s all about. 




, S e»ae«»0'“ D ; 

• Token Ho-Ss • 

■ OCTOBER a ■■ ■* 

■SSI?”**"® 

■ Readers Club i 

■ Token No 3 1 
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Enter the Trolls Tavern for all that’s 
new in adventure. Simon Clarke, The 
Encriptor, is your guide. 



“Hail & well 
met! 



Things were get- 
ting serious 



I am quite aware of the 
dangers, that is why I shall 
go alone. Do not try and 
stop me, my friends, as my 



from my weary body, and I 
shall tell you a tale of great 
ADVENTURE! 

‘Twas a dark time for all 
— Warriors, Barrowrights, 
Magicians 8? Pools, Wit- 
ches, Hobgoblins, Spectres 
& Ghouls — all did feel lost 
and without purpose. ^For 

wander aimlessly — even 



unusual, as most lost souls, 
despite what their name 
may suggest, have quite 
good senses of direction, 
them to go to obtain ac 



that brave little Peewee did 
forsake his fears, which 
were many, and embarked 



reached 
Towers of CeeGee! 

“Wowl", sighed Peewee, 
"Doesn't anyone ever clean 
dump?” After 



hands, turned 
i — — , the 



with the i 
spelled i 
thread. 



new era — one of ADVEN- 
TURE. See that the word be 
spread — for today THE 
TROLLS TAVERN opens for 



ES" 8 " 



huge old Oak doori . 
entered the Magician's hall. 

At first it was difficult 
for Peewee to focus his eyes 

became accustomed to the 
thlok smoke haze. There 
was a stirring from the end 
of the hall, and a voice 
boomed out: "Approach 1" 
tie one, and state thi 

"Oh great Magician we 
your humble followers are 
without adventure, and 
therefore without hope — 
can you help bring light 
upon this world?" The 
Magician, never one to ad- 
mit that there wasn't 
anything he oouldn’t han- 



i they 



The Magician held back 
his head, and began to 
chant a powerful spell. At 
first nothing happened, but 

a fluttering White Silk flag! 
— ***• -i CLARKE 



1 gold 
Underneath the 



Hail Cave 
Crawlers! 

Welcome to The Troll's I 
Tavern, where all your I 
dreams can come true. 

The Troll's Tavern is a I 
new regular part^of Com- I 
thought of as a magazine I 
with a magazine. A section I 
for Adventures only, where I 

reviews and the suchlike I 
are banned, A place to read I 
all about what is happening I 
in the adventure world. I 

and everything else that the I 
top adventure producing I 
software houses are upto. I 
We will be having special I 
features, like our Heroic I 
Warrior adventure, "Be- I 
deon's Journey" spread I 
over the next few pages, I 
and much more. There will I 
be a regular helpline sec- I 
tion with plenty of hints for I 
all the popular games, plus I 
letters and tips from other I 
readers. There will always I 
reviews on the very latest I 
games, with In-depth I 
descriptions and, whenever I 

though!^ls n FEE e DBAck h We I 
comments or suggestions, I 



I children, and 
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ending _ 

when you are in trouble. 

So send in all your maps, 
hints, tips and suggestions 
for the column as soon as 
possible. I would especially 
welcome tips and maps for 
the following games;- 
Feaslbility Experiment; Tir 
Nir Nog; Asylum I & II; 
Deathmaze 5000; Sherlock; 
Red Moon. 

So send everything you 
The Encriptor 
The Troll's Tavern 
COMPUTER GAMER 
No.l Golden Square 
London W1R 3AB 

We shall also be taking a 
look, in the near future, at 
the thing that started com- 
puter adventuring — FAN- 
TASY ROLE PLAYING 
GAMES. FRP is now an in- 
credibly popular worldwide 




A D VENTURE 




Souls of Darkon 

K as Its hero os you, with I 
aid of your faithful I 
friend "Komputa”, set 
about to free the people of I 
the planet Megron from the I 
devastin^evll power of the | 

The game is described as I 
a classical style adventure . 
with graphics whioh will 
soon be converted for Spec- 
trum and C64 computers. 

Souls of Darkon will be I 
sold on cassette from mid I 
September for £8.90. 

Bored of the 
Rings 

This parody of Tolkien’s I 
Classic is being relaunched [ 
by Silversoft for the Spec- 
trum and BBC computers I 
with versions planned for I 
Amstrad and the new half I 
prioe QL. 

The new version will dif- 1 
fer from the original Delta 4 | 
game by the inclusion of I 
more graphics and addi- I 
tlonal locations such as I 
Berkwood and the River I 
Anadin as well as posing 
new puzzles such as where 
all the OS's have gone. 

The new "improved” 
version will challenge and I 
infuriate Tolkien fans for l 



(in) fair 
of Pi h 



three years the search is 
over with two young ladies 
discovering the Jewelled 
treasure in the month of 
the famous chalk horse. 

But wait a moment. This 
discovery ® ... 



— „. — h later the 

Sundial was found. It does 
sound very fishy. 

Sundial has e 



'e that the 
ed right 
d that it 



t was discovered a 



is: its: 



"To!, 



ward to the re 



. Keep those letters 



ADVENTURE 



1 






Pi 
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A whole new world awaits you and your 64. The world of 
Prestel, Micronet, Viewfax, Homellnk. Citiservice. 

This is the world of product 

reviews, mainframe games, home banking, business information, 
commodity futures, armchair shopping, real time conversation, 
electronic notice boards, helpful tips, ICPUG, news, Telex-Link, 
Mailbox, Chatline. Gallery etc This Is the worid of telesoftware, with 
programmes to download into your 64 and save to disk or tape. 
Many telesoftware programmes are provided free of charge or at 
nominal cost 

Dialog with over 600 massive databases on call and almost 
unlimited information on just about any subject Is accessible from 
your 64, together with BT Gold, Easyllnk. One to One etc,, with 
electronic mall, business services and telex facilities. 

You can link to Bulletin Boards In your area for local news, club 
news, letters, jokes, poems, helpful dps, etc. It's a whole new 
experience. 

Take the first step. Make a giant leap for your 64. Communicate 
with Modem House and you'll soon be talking to other '64 users, 
linking to other micros and swapping files, tips, programmes or just 
chatting. 

Modem House are the largest suppliers of Commodore 
communication equipment We also supply complete systems for the 
Pet 2000, 3000. 4000 and 8000 series. 



§m 

“USE 



1M1 



Devon EX4 9EA Tel: (0392) 69295 



The most popular 64 micropack In use today, will link you to 
Prestel. Mlcronet 800, Viewfax 258, Homelink, Farmlink, Citiservice, 
etc From Modem House, the complete system is on offer 
at the incredible price of E99.95 inc VAT, p 8 p. 

Optional terminal software to link you to BT Gold. Easyllnk, 
One to One, Dialog and Bulletin Boards is available at £29.95 inc. 
VAT, p & p. 

Complete Commodore 64 micropack 

special price £ 99.95 Inc VAT p & p 

for a limited period only. 

Special, special offer, order your 64 micropack now and 
get a FREE quarter's subscription to Mlcronet 800 and Viewfax 258 
(Prestel Microcomputing). 



Terminal Software £29.95 



lolanthe Drive, Exeter. I 




n Thenyou can settle Old 
Scores. Cryptic from the 
start. Old Scores is a 
mystery to eveiyone. Even 
I haven't got a clue what it's about. 

So it sounds as ifyou’ll have to play it by ear. 
When that little lot's gotyour brain in a flat 
spin andyour knickers in a twisl.you'd better 
getyourself straightened out. 



We Make ’em 
Good 



I Here's a couple of 
challenging new games to 
lockyour brain cells into 
over-drive. 

First, there's Magician's Ball. Enigmatic, 
enchanting and totally captivating, it's a 
weird and wonderful adventure stoiy set to 
the haunting musicofTubular Bells. 

Sheer magic. With graphics to match. 
SPECTRUM £6-9S COMMODORE £7-95 
AMSTRADS7-9S 



computer care kit complete 
with a cleaning tape and 
built-in demagnetiser, a 
tape to check azimuth 
alignment and a specially 
designed screwdriver to 
adjust the head alignment. 

And all instructions are 



displayed clear jy or 
Now, isn't that betl 



letter? 
SPECTRUM. AMSTRAD. 
COMMODORE £9-95 
BBC/ELECTRON £10-95 







■ 



m 



t 



VENTURE 

TpTiJeI 



And now a few of this months 
pile of letters:- A— — 




Dear Computer Gamer, 

I have Just received number 
five of 'Computer Gamer’. 
As per usual I opened It and 
turned straight to the 
Adventure Helpline. Yet I 
still not found a tip for any 
ORIC-1 adventures. I know 
that the Oric is not the most 
popular computer In the 
country, but surely I’m not 
the last of an all but extinct 
So to make my day/ 
week /year would you 
please answer this ques- 
tion. How do you light the 
lamp In 'Feasibility Ex- 
periment’ by Digital Fan- 
tasia? I have tried using the 
flint and metal block but I 



You are my last hope. 






dustrlal rr 






K, 



Yours faithfully, 

Andrew Lockhart, Nt 
South Wales, Australia. 



Yours beggingly, 



DO 



frustrating l 



■hat receives so lit- 
tle coverage, but It must be 
said that this Is, In the 
main, due to the software 
houses 'dropping' the 
machine. If the software 
houses don’t produce any 
Oric software, then 
magazines such as Com- 
puter Gamer nave nothing 
to ooverl It's a vicious cir- 
cle, and as all ways, it's the 
loyal comDuter user like 

In Fea 

ment you will also 
only oil but also a wick 
before you can use the 









imputer C 
it Compu 



Oh, by the way, I’m from 
the land down underl 
I'm having trouble with 
JHampstead' by melbourne 

. they have men- 

.-al things I can- 

. find. There is supposed 
object In the In- 



know whether they are any 
good or not before I fork 
out £45! 

Have you ever tried any? 
Yours faithfully, 

Mark Lucas, Norfolk. 



2. If you find yourself en- 
joying poetry you could 
soon receive a plotter 
before taking a space walk. 

3. Listening In the dark 
reveals all — If you are per- 

rour computer lies — 
. around the engine 



ir blown away — store It 



Thanks' to David 'Janx' 
for the compliments — I _ mnr - unarm 






adventure si 



Simon replies — "Gldday! 
It's nice to see that Com- 
puter Gamer reaches the 



There are quite a few of 
these adventure holiday 
centres sprlnglng-up, and 
they do appear to be ex- 
tremely popular. Places 
such as TIME SCAPE and 
TREASURETRAP have been 
around for a little while 
I feel they they do 



WAS IN opium d: 



3. Confessions are more 
likely at midday. 



N, E. E. NE. E, E, NE, N.' 
Then simply go SW to get 



follow-up "TERRO$- 

MOLINOS" ^ comming soon 



k myself up atone or 

going' - 

adventures, then I have 
been told that 
TREA8URETRAP Is highly 
recommended. The adven- 
s just £ 10 , and this 



Join.* 



decide that you wish to 



Dear Computer Gamer, 
Firstly, let me say how 
much I enjoy your 
magazine — lr only the 
adventure section were big- 
My main reason for 
writing is to ask if you are 
going to do any type of 
feature on these ‘Adventure 
Holidays’ which are being 
advertised quite strongly. I 
really like the sound of go- 



You can get further 
1 TREASUBETRAP 
from SWORD ARCH LTD, 



Chlslehurst Caves, Old Hill, word. 
Chistlehurst, Kent." 



Adventureland 

1. To move a seemingly Im- 
moveable object, simply 
BEAR your anger a little! 

2. To halt a hot flow, a 
building you must go! 

3. To steal an Egg, you 
must first make the Dragon 

. AWAY up from the lower 
— 'a Is possible, providing 
you say the right 



Hitch Hikers 
Guide to the 
Galaxy 

1. The Junk mall Isn't! It 
does, however, keep Robots 



VH* 






I! 







after a few attempts 
should discover what : 
supposed to do. Task 3 : 
so simple as Its to ga 



style 

rdsof^l^swith 

odseaped grap adyenture 

“ t me unknown 



Game mechanics 



The 



ybrid of a 



rea?ttmea( 



vocabulary and a "Mid- 
night" style landscaped 
game with single key com- 



3 adventure, Is 

shown by the passage of the 
sun across the sky as well 
as a skull that slowly rises 
from a fire until at mid- 
night, when 



walk the darkened la 



The landscai 



display and shows 8 views 
(North, South, Bast etc) of 
each of the games 4100 
locations. This makes 



mdscaped views 
ipaniea by a text 
n of each location 



staggering 33,000 vlewsl 
Each view shows the moun- 



soitmms & 



Beyond Software's latest 
blockbuster casts you as 
It’s unknown and un- 
named hero as you're sum- 
moned from your own time 
to save the land of Elindor. 

The land Is under the 
shadow of the evil wizard, 
Sorderon and his lieute- 
nant Manic Treeblower. 
Together they have slain 
the King, and destroyed all 
•"'at stood before them. T1 — 



To finish the game^mu will 

plete the legendary, nine 
tasks of the un-named one. 
These take the form of nine 
cryptic clues that if solved 
correctly will guide you 
through the adventure. 
However they vary 
dramatically In complexity 
and the difficulty of the 
*— k Involved. For e 



Elindor. Not only ai 

scattered throughout the 
land, an Incredible amount 
of legwork is required to 

&erral the Club y Giant Is a 
prime example for 
although he Is a mighty 
warrior and definitely 
worth having on your side 
he’s locked In a magical 
sleep. Apparently a green 
wyrm knows where he lies 
but you’ll need Morkoth, a 
healer, to wake him — but 
he’ll only help you if you 
bribe him with a treasure 
le really wants which un- 
ortunately Is presently 
•wned by the Prince of 
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Naturally, a certain 
amount of mapping Is re- 
quired but one way, 
sightseeing tours are not 
recommended, As In any 

make copious notes and 
frequently use the^ pause 

tlcularly before and after 
crucial encounters. Too 



died while oelebrating a 
small victory. 

real-time adventure and 
therefore you should use 
the single key commands 
as well as having a few 
useful phrases stored In the 
text editor for emergencies. 

Finally In a game that 
can take a year of game 
time, It Is important that 
you remember to eat and 
sleep regularly. Your 
health is displayed as a half 
eaten apple that changes 
colour as you weaken 
through hunger and 
tiredness. If It's white your 
healthy and ready for bat- 
tle, but If it's heading 
towards blue then find a 
safe place to rest. If you 
don't you may fall asleep in 
the open and never wake 



ing said that they fall 
basically into three groups. 
Some will help or follow 
you immediately, others 
will need some persuading 
and will set you a task to 
perform this usually in- 
volves stealing (or retriev- 
ing) an object held by one of 
the third group who are ob- 

Maglc forms an impor- 
tant part of the game for 

only be solved if you use 
artefacts. These include an 
Amulet to protect you from 
the Krillan, the compo- 
nent parts of the staff of 

will destroy Sorderon, 



Movement commands sup- 
plement the single key corn- 

chase, follow and swim! 
More general commands in- 
clude burn, bury, out, 
distract, rub, pray and 



The superb text editor 
and command store over- 
comes the usual problems 
of realtime adventures and 
provides the user with the 
means of entering complex 
commands quickly in life 
or death situations. 

The nine clues relating 

form, give the game a much 
needed framework that 
should restrict aimless 
wandering around an lm- 

m6 AU 8 iniiU 1 an'lsrijoyable 
game that will keep adven- 
ture buffs burning the mid- 
night oil. 



. ’rlS 

usually found in an adven- 
ture. Finally, shout and 
speak allow you to talk to 
the other characters in the 

Men and Magic 

personalities, alms and ri 



Solving the game 

adventure you must first 
realise that It is still an 
adventure which consists of 
a series of puzzles that 
must be solved. This Is im- 
portant as it Is too easy to 
go exploring the landscape 
until you are inevitably ov" 



Conclusions 

Sorderon's Shadow com- 
bines the best of text adven- 
turing with the highly 
successful landscaping 
technlqu — — ■* - 



If you lose — 33 



gives way, you lose 
your footing and get 
sucked underground. 

breathtaking stalactite 
formations which are 
your last memories as 
your body is broken on 



Go tc 



- 33 



grassy bank, you e 



18, The water is cool and 
refreshing. Heal two 
life points (once only). 



1. After a bit of struggle 
and a couple of 
scraped knees, you 

quick look inside 
reveals lots of shiny 
material and an egg but 

before the hawk laun- 



I£ you lose — 33 



hough it is slightly tc 
big for you it is bettf 
than your present su 

mediately. Subtract 
from all your oj 



SR/LP of 11/18, 
Because he is not pro- 
ly awake, subtract 3 
- *- j - roll for the 






t * 1 
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ADVENTURE 
♦ R'E'V+E'W'S ♦ 




Robin of Sherwood 
Spectrum 

Adventure International 
£9.95 



titled '"I?ie fouchstor 



Mm' 



i program has you 






le ohosen by He 
3 son and lead tne 
English against the evil 
Normans. You are Robin 
Hood, 

Your guardian Is Herne 



irepared to make an excep- 



tion? as 

t 

and this program hi 
ty of atmosphere! 
m he program has 



trouble starts, as getting 
out of the Jail Is fairly 
tricky, and takes a lot of 
sub- thought. When a game Is 



all but the most determined 
of adventurers, and they 
often give up on the pro- 
n there and then, but 



gram there 
thankfully 
ternatlonal has had the 
good sense to inolude help 
for this tricky first stage (In 
coded format) so that such 



In similar mould to 
GREMLINS, Sherwood uses 
hlgh-res colour graphics to 
illustrate Its locations. I 

fan of graphics In adven- 



To sum up then, Robin of 
Sherwood Is an excellent 
foyable and atmospheric 
adventures I have played 
all year. It has good loca- 
J -"crlptions — — ' 
lg graph? 0t ”‘ “ 

. Is fairly . 
be one of the years best sell- 
ing adventures. Highly 
recommended. 

PLANET RATINGS 

Storyline 4/5 

Graphics 4/5 

Atmosphere 4/6 
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THE SECRET OF ST BRIDES 
— By St Brides School for 
Girls. 

Now you're not going to 
believe this, but in a nice 
secluded little part of 
Southern Ireland there is a 
School. And no ordinary 
school either. At this school 
grown women actually pay 
money to spend a week be- 
ing treated like old fashion- 
ed teenage schoolgirls — 
complete with bonnet, bow, 
and frilly kniokers! 

No, this is not the actual 
adventure, this is the soft- 
ware House! This school, or 
so I am told, actually exists, 
and it is their obviously 
slightly weird teachers that 
have produced THE 
SECRET OF ST BRIDES for 
the 48K Spectrum. 

Your part is of Trixie 
Trlnian (Women's lib 
strikes back! A female 
character. Ye gads!) and 
you and your naughty 
schoolmaters, Cynthia and 
Fiona, are determined to 
■ ' ‘ i the bottom of 
happenings 
Fiona are determined to get 

of very strange happenings 
within the school. 

unusual in that there are 
two themes to the game. The 
first is obviously to find the 
mystery of St Brides, and 

way to solving the mystery, 
find a fabulous Amulet, 
This side of the adventure 
is a lot more difficult than 
solving the mystery — it 

even found the amulet yet, 
and I’m supposed to be 

inyone who finds ^he 

tifioate (I haven't sent off 
for mine yet, but when I 
find that Amulet I intend to 
get my certificate, because I 
certainly would have earn- 

The game is written with 
Gllsoft's excellent QUILL 
adventure writing system 
[of which everyone should 
have a copy), and has added 
graphics which are produc- 
ed by Gllsoft's IL- 
LUSTRATOR quill add-on. 
The ^graphtcs^ are 

a good atmosphere.? found 
myself well and truly hook- 
ed after only half an hours 



play. 

This : 



adve: 



', apair of red eyes 



-ten by some 
very slUy people — ^and^all 
It is witty, absorbing, and 
above all, fun. At £5.95 fe- 
ttle Spectrum it is goo _ 
value for money and should 



i loading sequence 
-w title from Hod- 



Stougton. 
iu long to r< 



horror is the n 



Based on James 
Herbert's bestselling novel 
of the same name, Rats is a 
strategy /adventure ^ game, 

prevent the balanoe of 
power between man and rat 
shifting in favour of the ro- 
dent. 

The main screen depicts 
a map of London where 
sightings of the rats are in- 
dicated. These sightings 

as panic sets in to the 

option of deploying your 
emergency forces in order 
to try asnd contain the 
threat. These forces consist 
of Ratkill — a oompany 







. 3st control 
— tne police, the fire 
brigade and, in later stages 
of the game, the army. 
Selection is icon driven via 
either keyboard or 
joystick. Having selected 
your forces, you can then 
equip them — different 
weapons are used by dif- 
ferent forces. For example, 
only Ratkill can use 
chemical gas whilst police 
and the army can use rifles. 

Your initial strategy is 
very much one of contain- 
ment as you struggle to 
discover more about this 
superbreed of rat. To this 
end, you have a research 
and development section 
(R&D| where you can 

projeots^the 



Throughou 
bat situations 






planatory whilst the first 
gives you a list of actions 
available to you such as 
TAKE, DROP, GO, OPEN, 
CLOSE. Choosing one of 

option and so on. 

“ie special effects at this 
s of the game are ex- 



stage of 
cellent. Y 





programmers to construct 
massive adventures incor- 

malevolent monsters, eerie 
sounds and magical 



complete with a 
manual which explains, 
with examples, how to find 
your way round the con- 
struction menus. However, 
if you'd prefer to play an 
adventure straight away, 
ready built games on the 



hioh not only 
adventures ACS can pro- 
duce but includes 
numerous help squares to 
guide you through them. 
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galaxy, the 1 
Nazi Castle, e . 

' k dungeon and e- 



ADVENTURE 



eond adventure. 



•a of Light", Is am 
s challenge and i 
ou some time to sc 



by sapping I 
is strength (or a 
it or ability). 



of facilities and options 
that should match the 
Imagination of any adven- 



could always use the games 



n the character 

adventurer and Include 

& strength, wisdom, 
ty, size, power and 
life force. Life force 
represents your current 
state of health and your 
character will die " 



n ACS adventure a: 
oe triggered singularly or 
In stacks by doorways or 
traps or by single carried 
objects t 






F?nally a p: 



eluded on the disk allows 
you to edit or draw the 
graphics for any object or 
thing In your adventure. 



As far as CS4 disk adven- 
turers are concerned “The 
~ dead, long live 



PLANET RATINGS 




juries. Ir 

In melee, parrying, dodg- 
ing, missiles, armour and 
magical defense. These 
jtart fairly low and are in- 
creased with praotise. For 

tag something with a bow 



character can move around 
is Mi corridors of 



Jectsv 
a spell. 
: 









a oreatures will ha 

theirs, and so on until t: 
adventure ends — one wi 
As menltoned earlie 
ACS allows you to alter i 
existing adventure i 
allows you tc 



o build a 






840 n 

— J — ne 7,300 props. The 

. ntains a prebullt 

library of creatures and 
things but you oan of 
course design your own. 

Each creature also has 
traits and skills whioh you 
oan define as well as giving 
It spells, objects or a special 
weapon such as poisonous 
fangs. Finally you can also 
strategy or personality 
which will decide whether 
It will attaok the party on 
sight or sunk o * w “Y ops Qr 

things can also be added to 
ir edited and includes 
weapons, armour, magical 
Items, chests and tables, 
doors and spells. 

There are IS different 
speUs which can be stacked 
together, say on the chest, to 
-reduce some Interesting 
[facts. The act of opening 
le chest could trigger a 
peU to play one of 30 tunes 
r sound effects, another 
could display a message, a 



trap you set. Having put 
Quan Tulla on to load, I 
wandered Into the kitchen 
In order to get a oup of cof- 
fee. On my return, I was 
greeted with a screen full of 
gibberish. Assuming that 
something had gone wrong 
with the turbo load, I tried 
again — and got exactly the 
same. Only on closer ex- 
amination did I reaUse that 
aU the clues for me to pro- 

Quan Tulla Is one of 
three budget adventures 
released by 8th Day Soft- 
ware under their Games 
Without Frontiers series. It 
Is a science fiction story 
whioh starts on the wreck 
' " lace ship of the 



Later on, you will have 
crane and a droid? to men- 
tion but a few of the puzzles, 
before destroying the ship 
and teleporting to a distant 

The atmosphere of the 

i ao king a 

'. This is a 

- ihlng to 

define but compared with a 

S ame like Level 9’s 
nowball, everything 
seems a Uttle disjointed. To 
counteract this though, it 
must be pointed out that 
these games are a quarter 
of the price of Snowball. 






„ ...e baddies (the Em- 
pire) and so saving the 
goodies (the Federation). 

Described as moderately 
difficult, the main problem 
with this game Is that you 
get killed far too frequently 
without warning. You have 
to find an exact sequence of 
four commands in your 
first four moves. Any devia- 
tion and you suffocate. You 
then come across a cockpit 

one of t^ree buttons. Set, It 

game^ ends. A^l this is 
within the first couple of 
locations so, as you can 

S=)w.K e '*“ “ 

Another problem comes 
with some of the room 
descriptions. "You are in a 
passage with exits to the 
east and west”. Whilst this 
Is true, it took me a long 
time to realise that there 
were a lot of rooms off to 
the north. It seems very 
churlish not to tell you 
what doors you can see. 



your quarry across the arc- 
tic, meeting esklmos and 
polar bears en route whilst 
avoiding snow ploughs and 
helicopters. 

level fantasy tale based 
loosely on the characters 
from A Midsummer Night’s 
Dream, ^Lots of mage words 

quest as you battle your 
way past ogres, bulls, sand- 
men and an enormous 
granite ohess set. 

These games, all written 
using the Quill, will while 
away many a frustrating 
hour and at £2.50 each 
they represent excellent 
value for money. ^Despite 



-„et adventure games oi 
Quan Tulla marks; 
PLANET RATINGS 
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mm 

This month in FBM update we 
highlight two Science fiction games 
that are just opening for new 
players. limepattern’s StarGlobe 3 is 
an unexplored globe of 2000 star 
systems awaiting new explorers and 
ICBM’s Starweb has just been 
converted for faster turnarounds. 



' 

\..v'V \ 




more established players 
who will wipe you out. 
When you Join StarGlobe 



ly the general i ... 

because Timepat- 
■" allow you r- — 



-j of topics 

ranging from details of 
your own ship, orbital fao- 
.tories. the effects of 
realitivity or how to defend 
a star system or perhaps 



is of tt 



“20 ar 
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about the |ame. 
skill points 6 tliatwill 



The object of ' 
to earn s)-‘" "" 



These include Explorers 
who score for planets 
discovered, Pirates or con- 
quering ships, Merchants 
for trading, Xeno Biologists 
who collect alien artifacts 
and Empire builders who 
collect whole planets. 

The game is run under a 
no deadline systems with a 
game year being played 
every week day. Naturally 
you cannot submit a turn 
every day so your ships 
computer keeps you on 
course in between orders. 

orders you receive a game 
report which details your 
points in the various 
classes as well as your cur- 
rent skill level In anything 
from steering the snip to 
management of your 100 
crew. You are also supplied 
details of your current 
position and status as well 
as listing available options 
along with a space to re- 
quest your next Informa- 
tion module. If you happen 
10 be deep In space then you'll 
also get a fore and aft 
vlewscreen ohart showing 
the surrounding galaxy. 

Like most PBM games 
the amount of effort you 
put into the game the more 
enjoyable it will become. 
For example not only do 
you find out more by sen- 
ding for modules but you 
can also contribute to a fan- 
zine, negotiate with other 
players or even send In 
ideas for further modules. 



Starweb games have been 
running for over ten years 
and, until recently, via a UK 
"postbox” for an American 
game. Now that poBtbox, 
ICBM, are running it 
themselves dramatically 
Improving turnaround 

Starweb is played by 10 
to 16 players each 
representing one of six 
races, pitied against each 
other in a battle for galactic 

Although a lot of the 
game involves developing 
your planet's Industry and 
therefore fleet building 
capabilities, the real in- 
terest in the game lies In 
the different race types and 
their interaction. 



le other players. Since th 
game is played on an in- 
itially unknown map they 
will only encounter each 
other by chance but then 
the sparks really fly. 






only way you 



45. The path continues 
south. As you walk 
along, you hear a flapp- 
ing noise above you. 
Looking up, you see a 
hawk landing in a 
large, unkempt nest. 



To go S - 23 
To go N - 38 
To go up - 13 



’. The path continues to 
the east for some con- 
siderable distance, get- 
ting less well defined 
the further you go. 



'o go E - 2 
'o go W — 21 



It is a dryad — the 
spirit of the tree. She 
begs you not to destroy 
a large glowing ruby 

If you accept the ruby 
If you attack the dryad 
— 26 

49. The path continues in a 
north/south direction 
creasing sense of fore- 
boding. You can no 
longer hear birdsong. 
In fact, there Is no 
noise at all, save that 






«> 
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Imagine being able to crisp 
a troll from a nice safe 
distance by hurling a 
fireball at it. Or floating 
harmlessly over a snake- 
infested pit. Your quest 
would certainly seem to be 
a lot easier if you have 
powerful magical oapab- 



Infocom started the trend 
with Sorceror and En- 
ohanter, and Level 9's 
latest game. Bed Moon, also 
features the use of Maglk. 
Certainly, the effect is to 
make the games muoh 
more interesting and it nar- 
rows the gap between 
adventures and role play- 
ing games such as 
Dungeons and Dragons. 80 
how do you use magio in 
your games, and what are 
the_problems to watch out 

The acquisition of 
magioal ability comes in 
three main forms. You oan 
learn your spells, you oan 



J 



L 







magical items. Learning 
spells is a slow process and 
you certainly won't learn 
any potent spells. You will 
however be able to use 
these spells over and over 
again as there is no trouble 
in remembering them. 
Typical minor spells would 
include the ability to read 
magic (obviously the first 
speD any aspiring wizard 
learns), create light (useful 
in all those windy passages 
where your torch gets 
blown out) and perhaps a 
minor offensive spell such 
as sleep whloh would only 
work against goblins, ores 
and the like. 

Powerful spells are 
usually found on scrolls. 
The usual format Is that 
you oan read the scroll in 
order to determine the 
nature of the spell, but 
when you Invoke the incan- 
tation the magical runes 
disappear and are lost 
forever. In other words, 
you are only able to use the 
spell onoe. The choice of 



, go, it is probably true to say 
that for any given objeot, 
you can have an enohanted 
version of the same thing. 
Magic swords are a bit old 
hat these days so try and 
oome up with something 
more original. For exam- 

K ‘ i, if you are only going to 
your adventurer oarry a 
certain number of items, 
something simple like a 
magioal sack whioh allows 
unlimited weight to be car- 
ried might prove very 
useful; or seeds which win 
grow anywhere; or boots 
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SPECIAL DEAL FOR ATARI 

400 / 800 / XL / XE 

HIRE your first 2 games FREE from our extensive 
range of software. Up to the minute releases avail- 
able. Apply Now! 

OR 

BUY all the latest software titles at best possible 
prices. (New releases available direct from U.S.) 
Atari hardware and modems now available at 
discount prices. For further details send S.A.E. to: 

CHARNWOOD GAMES 
30a WARWICK AVENUE. OUORN. 
LOUGHBOROUGH. LEICESTERSHIRE. 




STARWEB 

The original game of Computer Moderated Science 
Fiction empire building, trade, diplomacy, conquest and 
war. In STARWEB you are one of six racial types battling 
for the highest victory point total against between 9 and 
14 other players. On a map you only discover by ex- 
ploring (the 'Star Web’) you will meet people killing 
robotic Berserkers, power hungry Empire Builders, ruth- 
less Pirates and religious fanatics bent on converting the 
Universe. ST ARWEB is the original SF PBM game. Its not 
a simple game but its an addictive one. If you don't have 
much spare time then you’d better try something else. 
There are cheaper games and similar games, but there's 
only one STARWEB. 

Deadlines are every 21 days with results sent to you in 
three days. T urns cost £2 plus an SSAE with a small extra 
charge for very long turns later on in the game. The Rule- 

FEUDAL LORDS 

feudal Lords is a fixed deadline game of strategic 
conflict set in a mock Arthurian England and Wales. 
Each player takes over the control of an agrarian based 
fief and attempts by diplomacy, economic prowess and 
war to take the vacant throne of England. (Or at least be 

Feudal Lords is a deceptively simple looking game but 
one which requires firm allies and strong nerves. 

T urns are £1 .25 with an SSAE and no hidden charges. 
The rule book costs £1.00. Please do not ask to be put 
into a game until you have read the rules. 

ICBM PBM since 1971. 

ICBM, PO Box 94, Bath Street, Walsall, West Midlands 




CAPITOL 



BRITAINS MOST ADVANCEI 
CAPITOL Features — 

— A strategic space warfare i 

— Approximately 35 players | 



"CAPITOL is Iasi becoming 
standard against which other si 
warfare games are compared" 



CAPITOL'i 



CAPITOL 



ally reply to yc 




HINTS 



either Sabre Wuif, Spy 



various forms of cheating 
(uniess they are 'genuine’ 
cheats). We are interested 
' i proper hints that will 
nable the dedicated game 



‘Sabre Wulfbj 

is a bit long in the tooth, 
but some people are still 



fire' 



•: KU“ 



In Potty Pigeon you can 
t^ levels bg pressing 



n Hustl 



ioS 



ivulnerability. Collecting 
the statues gives you extra 
lives so that is a good idea. 

{ ou should make a map of 
he jungle that the 
Sabreman is in. This is in 
the form of a 16 x 16 grid. 
The idea of the game is to 
find the amulet. When you 
find one of the pieces the 
other three can be found by 
consulting the table and the 



I Mike Roberts presents your hints 
I and tips on a variety of games and 
f some help of his own for platform 
games. 







problems, and the 
^As > general rule L&R 
other character (It 
in Gremlin's latest g 

having to collect a seri 

objects or to get to a par- 
ticular goal, or both. The 
endgame is also one of the 
things that makes one L&B 
game slightly different 
rom another, but you can 
worry about that when you 
geuoit. 

character can generally 
move left or right and Jump 
up, left, or right. When lad- 
ders, ropes, lifts etc are pre- 
sent he can climb up or 



traverse. These first ap- 
peared on Donkey Kong 
Jnr. The ropes are general- 
ly different lengths. The 
thing to watch here is to co- 
ordinate your jumping so 



I make jrou 



watch is climbing u 



how they move for a bit can 
show you how to avoid 
them. Jumping over the 
cyclic mobiles is best done 
when they are approaching 
you, this will give you a 
speed and distanoe advan- 
tage when jumping them. 

Some games nave 'in- 
telligent - mobiles that will 
utilise an algorithm to 
chase/blook you. What you 
have to remember here is 
that most of them will start 
from a set start position. If 
you follow the same pattern 
in that screen from the en- 
try point every time then 
they can be dealt with as a 
normal cyclic mobile. 

It is surprising how few 
games have any random- 






. _ - complex and the in- 
telligent mobiles get un- 
predictable. The easy solu- 
tion to this is to dash out of 



storage s; 

will be reset to tneir 
original starting position, 
both^Intelllpnt and cyclic 
return and complete the 
next section of that screen. 

That's all for this month, 
remember Beta ratings for 
all those featured this 

Send all hints/tips to: 










Dave Bishop takes an 
indepth look at Activision’s 
latest contender in the 
computer boxing champion- 
ships. 



Although, at first glance. It 
may appear that Activision 
are just trying to knock 
some of the stuffing out of 
Elite's "Frank Bruno's 
Boxing” in fact BARRY 
McGUIGAN WORLD CHAM- 
PIONSHIP BOXING Is an 
uppercut above the rest and 

, being designed 

' — Fran'- ~— 
'st Intel 
med 1 
States by ActlvlBion 
adoptees 'GAMESTAR'. 
‘THE MAIN EVENT', as it 
was then called, was first 
previewed at the summer 
OES show In Chicago where 
It received high critical ac- 
claim. However, when the 
dust cleared after the ex- 

K " >slon of the McGuigan 
mbshell It became clear 
to the powers that be at 
ACTIVISION that here was 
an extremely hot propertyl 
So, having changed some of 



could* act' 



What Type Of 
Game Is 
BMWCB? 

BARRY McGUIGAN WORLD 
CHAMPIONSHIP BOXING 
is more than lust an 'Ex- 
ploding Fist’ of the ring (no 
disrespect Intended to 

karate game) because It’s a 
real simulation of the sport 
where actual boxing Is only 
part of the story. No matter 
how adapt you become at 
throwing punches you'll 
never be able to string 
together more than a cou- 

mastered the strategical 
side of the game such as 
training and knowing your 
opponnents weaknesses. 

So this is a game which 
requires the^strate^y and 

physical^ attributes of a suc- 

The Player Modes 

There are two variations to 



One Player And 
Two Player 

The two player option 

beoome any of the 19 con- 
tenders or the champ 
himself. 

The one player option Is 
far the most Interesting 
and challenging as you 
must always start at the | 
bottom of the pack and 
v way up t0 



work ; 



beoome the mail 
for ' 






Si 



and only then, you wll 
have earnt the redoubtable 
pleasure of 12 rounds with 
the 'Man'. This is an 



^interesting I 



Selecting The 
Make-up Of Your 
Boxer 

Having named your I 
adopted fighter you have 
the chance to define his I 
race, colour, gloves and I 
shorts colour, and type. 

The only preset of real I 
consequence seems to be 
the type of boxer you opt 
for. Your ohoices are: 

DANGER: likes to 'stick I 
— J -- -ve'. Rarely goes in- 



side. 






MIXED: very unpredic- 
table. Hard for your op- 
pontents to 'read'. 

SLUGGER: no-nonsense 
style. Doesn't tire quite as 



S^AMli 



strength. 

ENDUR. 



canvass time is here. En- 
durance goes down when 
you are hit AND when you 
miss your level is displayed 
during the bout above the 



If you seleot ‘New Pro’ 
you will start with a world 
ranking of 19 whereas con- 
tenders start with a rank- 
ing of 10. New pro's have a 
real tough time serving 
their apprenticeships in the 
lower eohelons of the world 
elite! 

Your Boxer’s 
Profile 

Once you've created your 
boxer you can now view his 
profile which is made up of 
the following components: 

IMAGE: nice guy, loud- 
mo uth etc. 

ATTITUDE: negative, hot 



“&3 

portant „ „ 

fighter’s strengths i 
weaknesses so if you’ve got 
a partlouteripr^ood upper- 

RECOVERY: a measure 
of how fast you recover 



MINA: sluggish, 
slow, average, qulok, 
lighting. This is your 
'toughness' register and 
will determine the amount 
of endurance you get back 
between rounds, with a 
also stand a much better 
ohance of getting baok of 
the aanvass after a 
knookdown. 

AGILITY: poor, average, 
good, massive. This is the 
key to your fighter’s pun- 



Irom your encounters. 

RANKING: guess what! 

Now you know your 
fighter's profile it's time to 
choose your first opponent, 

The Circuit 
Status Screen 

Here you oan view the 
thugs above in the world 
rankingB with those with 
whom you are elllgable to 
fight highlighted in yellow 
(n loe choice of colour 
ACTIVI8ION!). By moving 
your Joystlok over eaoh 
name you can see the size of 
the purse and the number 
of weeks training allowed 
before the bout. Press fire 
to select an opponent and 

S can see his profile. At 
stage, if you don’t like 
what you see you oan 
refuse the bout and ohoose 



average, strong, 

j. A reflection of 

your fighter's power. The 
greater your strength the 
more damage you will in- 
flict. Every punch you 
throw, hit or miss, will 
' your fighter’s 



Training 

Having Identified the 
strengths and weaknesses 
of your opponent it's time 
for your training which oan 
last for between 6 and 12 
weeks. There are 6 areas in 
whioh you oan allocate 
your time in weekly blooks: 
ROAD WORK: this has a 
tremendous effect oi 



JdURANCE: weak, er- 
ratic, average, tough, 
mighty. This Is the key to 
knockdowns. If your en- 
durance decreases below 10 
watoh out because kissing 



a strength builder. 



pumping lri 





Worthy Of It’s 
Name 



w. 



with months of brusing 



4 






TOYMAKER’S PART> 



Jolly old Rupert can walk, 
jump, leap, climb stairs- 
and even fly - but can you 
get him to the party? 

32 challenging screens 
of animation and fun. 

trjXiJK&LiAW 

^The most powerful games in the Universe 

Quicksilva Ltd, Liberty House, 

222 Regent Street, London WIR 7DB. 

Telephone 01-439 0666 

Rupert Bear © Express Newspapers PIT 
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For he lp with Readingand Writing 

gQl-4054017 




Since 1975, 350,000 
adults have been helped 
to read and write better. 
If you want help look for 
this sign. 

For Further information 

Adult Literacy & Basic Skills Unit 
PO Box 213 London WC1V 7ET 
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v**'"’"’"' No big names . . . just a bigger 
a "d belter game . . . 

“. . . an extremely polished snooker 
simulation ...” Computer Gamer Sept. '85 
“. . . an excellent version ...” 

Pop. Comp. Weekly Vol. 4 No. 33 
“. . . it just goes to show how much thought 
went into the design of this game ..." 

Home Comp. Weekly No. 125 
"... a better game than any of those available 
in the commercial arcades ..." 

Karl Dallas, Einstein User 
EINSTEIN £14.95 
AMSTRAD £8.95 (Cass.) 
AMSTRAO £12.65 (Disc.) 

MSX £9.20 

MEM0TECH £9.20 
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own. It's a shams there 
aren’t any screen shots, as 
I always thlnlt It helps to 
have some Idea of what 
screen display should 
like when you are try 
fO debug your keying 

All the programs are of a 
praotloal length for typing 
In and the printout Is nice 
and olear (not always the 
case In listings books). Un- 
fortunately a few spelling 
mistakes seem to have 
crept Into the listings — the 
gremlins must have been at 
work. If you get too clever 
and keep winning, the 
hints sometimes tell you 
how to Increase the difficul- 
ty level to make It more 
challenging. 

The programs are 
designed to make good use 
of the colour, sound and 
speed available on the' 
Amstrad and there are 
some Interesting graphlos 
effeots In programs like 
"Kaleidoscope”. Most 
types of games are covered 



and defending the ui 

and a version of Dungeons 
and Dragons that takes you 
through several levels of 
the mass, where you en- 
counter SI different types 
of monter. 

"Fast Typ 

where you try to -j 

than the computers display 
— I can’t think of a better 
way of getting keyboard 
finger, but If you type that 
program In first and then 
play It a few times, who 
knows, you may have In- 
creased your speed enough 

to help you type lr “ 

of the book! 

The text Is nicely 
presented, with large, clear 
type and some funny Il- 
lustrations. Overall, this Is 
a good, well put together 
book that you couldn’t " 
far wrong with. 



cross section of different 
types. Some word games 
and puzzles are included, 
as well as quite a few 
arcade-type games and one 
or two adventures. They 
are not all that original (are 
they ever?), but even 
though games like "Mine- 
field” and "Zombie Maze" 



— is they are still good fun 
to play. There are also 
several here that you may 
not have met before, like 
S.I.M.F.E.R., In which you 
tlons *about S you 8 and Then 
have them analysed by 
your home oomputer 
‘■shrink’’ I 

Clear playing Instruc- 
tions are given and there 
with each game for anyone 
who wants to try develop- 
ing it a bit further on their 
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modore games freaks. If 
typing In 



programs ai 
Ing your ha: 



. . ir hand at designing 
.d programming a few of 
your own then hei 






:t chapter takes a 



unhappy player has to de- 
fend his enamel from the 
marauding gremlins of 
tooth decay. Dentists 
should love It. Seriously 
though, a lot of effort has 
been put Into explaining 
the program In relation to 
the earlier parts of the book 
's approach works 

...j program Is divided 
lino modules and each one 
Is printed out and explain- 



ind. This gives 
n adapt for your 



own programs as and whe 
The book provides a good 
package overall for the 



i arcade game. 



program with full explana- 
tions of each part. 

The first chapter Is con- 
cerned with controlling 
your Commodore 64. It ex- 
plains all about the 
operating system and 
memory, then goes on to 
how to access the screen 
memory, before showing 
you how to produce sprite 
graphics and sound effects. 
Chapter 2 gets down to the 
theory of designing games 
with some thoughtful ideas 
"‘—it what features should 



detailed look at programm- good 
lng techniques, starting faint 
with how you should try to poss: 



try to explain sometimes 
quite complicated ideas as 
simply as possible and this 
works well by and large, 
although at times it does 
sound rather waffly. 

Time passes slowly In 
although I too am a' fan of 
the Commodore 64. having 
one myself, I oan't read 
comments like "64K is a lot 
of memory for a small com- 
puter” without wincing a 
bit. Other minor grouses 
are the complete lack of il- 
lustrations for a topic that 
Is. after all, very visual and 
the fact the dot matrix 
printout was not of very 
Jood quality, being quite 



translate your Ideas 

and coding Beoond (not the 
other way round!) The last 
chapter In this seotlon ex- 
plores video effects and 
gives several examples of 
how to achieve effects such 
as missile graphics. 

The second part of the 
book contains an arcade 
game called "Molar Man" 



typeface and publishers 
really should not still be 
relying on patchy printout 
for books like this. 

Overall, I think this 
’ J "i of Interest to 



designing and creating ar- 
cade games and should be a 
useful springboard to get 
you going on your own. 
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and explanations first, 
followed by listings that 
you can let loose on to prove 
that the theory really 
It Is aimed at owners of 
all the popular micros 
without being particularly 
machine specific so most 
people interested In this 
subject should find 
something for them here. 
The particular machines 



C Micro, Apple and tl 



military siir 
and althou 



i slightly different 
. t, political and 
y simulation games, 
lthough they may 
sound a bit daunting I 
should think to many peo- 
ple they might be a 
welcome change from 
shooting d — •- 



„ i. It's 
talnly nice for a bookshelf 
something that's a bit out 
of the ordinary. 

So, the first half of the 
book Is about Inventing - 
and developing the game. 
The author shows that both 
types of game have a lot in 
common, such as random 



.e effects desorib- 

of games provided, ranging 
across history from the 
Siege of Doune Castle" to 
"Galactic Empire”, and 
across the world from 
Downing Street to Iceland, 
There are Instructions pro- 






Discover the exciting world of 
creating your own graphics on screen. 









Micro Computer Software & Accessories 

Send cheque/P.O. to. 

TROJAN PRODUCTS CG8 
1 66. Derlwyn, Dunvant. Swansea SA2 7PF 
Tel: (0792) 205491. 

TRADE ENQUIRIES WELCOMED 
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RESULTS ! 



This month we announce the winners 
of our competitions in which you 
could have won a Tatung Einstein 
plus software worth over £1500 and 
a place in two play by mail games. 






Einstein 
Competition 

In our ' 'identify the screen- 
shot” competition you 
'd have won a Tatung 



Einstein c 



s with a 



and a bumper pi. 

ware including Tasman’s 
Tasword wordprocessc- 
and a collection of gamt. 
from Anirog, Bubble Bus, 
Electric Software a ' 
soft, 



The whole package is 
worth over £1500 and has 
been won by 16 year old 
David Smith from 8kegby 
in Notts, 

To win, David had to cor- 
rectly identify the screen- 



selected from the lists, I 
then had to think up an er 
to the sentenoe “I like 
' ,y games on the Einstein 



as 



If you didn't guess 
swers to stop you tearing I 
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SUBSCRIPTIONS 




DON’T MISS OUT! I 

Now that you have read this issue 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 

Subscription Order Form 
Cut out and send to: 

Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, 

Hemel Hempstead, 

Herts. HP1 IBB. 



£16.00 for 12 issues OK □ 

£18.20 for 12 issues overseas surface post □ 
£22.80 for 12 issues USA surface post □ 

K £50.70 for 12 issues airmail □ 

i enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR ^^1 

Debit my Access D Barclay card D 



NAME (Mr/Mrs/Miss).. 



Please commence my subscription with the 
very next issue. 




Here Is a guide to the sym- 
bols used to Illustrate the 




Title: William Wobbler 

Computer: Commodore 64 

Supplier: Wizard Development 

Price: £7.9S 



S f i 



. . a video = 

but he Is certainly one of 
the largest, measuring 
three sprites high. Similar- 
ly, all of the locations and 
objects are large giving the 
game the appearance of a 
The Idea Is to Investigate 
i series of underground 
passages which harbour 
keys and other useful ob- 
jects whloh lead to further 
discoveries which will 
eventually mean a prize 
worth £1000 prize to some 
lucky person. There Is a 

*- i, before you 

your positldn on the special 
free disk supplied with the 






know 

,e with a disk drive, 

a little unfair I think. 

Wllllan Is well named, as 
he walks hlB head wobbles 
and even the score board 
wobbles up and down as It 
scrolls continuously across 
the foot of the screen. He 



starts his Journey In a land- 
scape that looks like a stage 
let, with what turns out to 



J of him. 

behind him 1 b the : 

hulk of a mother-in-law 
armed with a similarly ot 



His first task is to find 
the glowing orb which Is a 
vital key to sucoess. One ol 

the tree trunk entrances Is 
not guarded by a lozenge 
shaped droid. At the end of 
this passageway is the 
resting place of the orb. Un- | 
fortunately, the tunnels are 
randomly arranged at the 
start of each game which 
may mean that you will 
spend a fair amount of tlrr~ 
searching for It at the sta 
of each game. I found tl 

William to commit suiclc 
until the correct tunnel ap- 
peared at the foot of " — 
first trunk. 

Once in possession of the 
orb, william i 
automatically product 
when faced with a droid, j 
thus causlngthe obstacle to 
disappear. This automatic 
production of the oorreot 
object to solve a predloa- 
ment Is a consistent feature 

After exploring a tunnel, 
William can leap dov ' 
hole and, like a mi 
Alice, float gently dow 
the ground. This is the 
tom passage which It ... 
habited by snakes and fly- 
ing frogs. Contact with 
either of these Is bad nevi 
and causes William l. 
throw a wobbler before he 



ib which will reduce 
- ’ ' it If he 

uickly 



.. a rope and a disk c. 

The rope Is the only way 



Another problem Is a 
pesky blue bird which 
swoops and rises aoross the 
soreen threatening to break 
up the partnership between 
Williams head, body and 
life force. 

William only has one 
ife, if he Is careless enough 
o lose it then he has to 
tort again from the begin- 
ning unless he possesses a 
floppy disk, but more of 
that later. 



le game. Om 

disk you 

becomes marginally more 
seoure but you still have to 
get safely back to the drive 
first. 

Apart from useful c 
Jects, William will e__ 
counter amorphous shapes 
which can eventually be 
combined to form a picture 
which Is the key to the 
£1000 prize so gather them 
all as quickly as possible. 

I found William Wobbler 
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... e time — perhaps 

years, whilst the home 
computer hardware caught 



However, Aligata have them all 



f Impossible and 
produced a highly accurate 
reproduction of the game. 

To recap, you play a 
soldier trying to reach an 
-***"“ — by ‘rushing' 



maohine guns that are ex- 
tremely unsavoury, and 
other forms of detrementr' 
heavy artillery. 

Grenades are very di 

it 

. fire, then 
move trie joystick in the 
direction that you want 
them to go, this can cause 
some difficulty If your style 

wiggling the joystick by fir- 
ing all over the place. I tend 
to run out of grenades at a 
tremendous rate, throwing 



The opposition consist of 
grey clad enemy soldiers 
also with rifles that run 
around after you. Jump off 
walls, and pile out of 
strong-points. There are 
also strong-points and 
bunkers with heavier 
■eaponry — mortars that 
ip shells that have a 



JtTuUdl&ri 

hes^where your guns can't 

available in small caches 
that can be found at 
various points throughout 

T^e same bonus system 
applys for rescuing 
prisoners — except In the 
computer version there is 
only one guard to shoot, 
shoot him and the prisoner 
Is exceptionally glad, waves 
at you, and gives you lots of 
bonus points. 



hit In the arcades, I ce 



a^very well arranged piei 
through the game. 
PLANET RATINGS 

Originality •* 

Graphics ••• 

TJse of machine • ••• 

Value for money ■••• 
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To make the grade these 
days aotion adventure have 
to be really top class. I 
don't think that this one 
has what It takes though I 
would be willing to be prov- 



Twelve of I 

most famous ti 

hidden In the labyrinth of 
passages which lie under- 
ground, There are also the 



ty complex pro- 
cedure. First you stand 
over the object and a pic- 
ture of it appears in one of 
the eight boxes displayed at 
the bottom of the screen. If 

pressing H will display a 
description on the screen. 
To pick up the Item you 
must move the arrow in- 
dicator under the object 
box and push the joystick 
up. Then to secrete It about 
your person you must 



iw3 m t & 



lu^jpponents. 
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Video’s Revenge 
BBC 

Budgie (Alligata) 
£8.99 



Your armanent Initially 
consists of a laser system In 
the good old Defender style. 
Also the old favourites — 



<e what's coming cage In which to capture 
elusive Boris Thus 

is the plot in this budget 

arcade adventure from 
3udpe. ^ 
place in an 

the game itself starts with 
you in an ordinary street 
trying to find your way into 
the fortress. As well as 
moving round avoiding 
various nasties, you also 
' — e to dodge round many 
i and get the hang of 
le teleport doors. 

it graphical- 



0 



•as 



lng U backalthoSg 



rs 



buite, 

in picking up objects (done 
automatically by moving 
over them). This is a pity 
because Super Sam is an en- 
joyable little game with 
some nice original touches. 

GH 

PLANET RATINGS 
Originality ••• 

Graphics •• 

Use of machine •• 

Value for money ••• 

STAR RATING |o I 

Bright Star I I 



l-'^etlocTCHiTSHcftc r -I 
The first in the Tetrad 
is NOW available 

2 perplexing adventures 
series of 8 r.r.p. £5.95 ( 



Sinclair .. 
Spectrum 4 ' 
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bably b( 
Mini 01 



grams, which got; sc 
good reviews In a num 
of magazines. But I do 
whether this flight slmi 
tlon will be as well recen 
I'm afraid. 

The program Is a 11 
different from many ot 



64 



along with tl 
'Bed Arrow' squadrc 
could have added ai 



STdS 

The graphics 

quate but dull, the horizon 
being represented by a sim- 
ple horizontal line which 
rolls rather jerkily to in- 
dicate the banking of your 
Jet. The other Jets In the for- 

the excitement, as they are 
fairly simple graphics 
which plod across the 
screen with a mind of their 



problems with this was the 
sluggishness of response to 
the joystick. At first, I 
couldn't make out what 
was happening to the jet. 
The pilot's controls are fair- 
ly simple and clearly 
depioted on screen, but the 
readings I was getting 

relation to the way I was 
handling the Joystlok. It 
was only when I realised 
that the response was a bit 
sluggish that I could figure 

controls. Even so, I never 
came anywhere near 

line, let alone 
other Jets In t 
tion flying._ 



Maybe 
cynical In 






of mediocre pro- 1 

grams that try to gain I 
publicity through licensing I 
deals grows longer, my pa- I 
tlenoe with them grows I 
shorter. On this occasion I I 
stuck at the game to make I 
sure It wasn't iust a matter I 
of getting used to the con- I 
trols, but once I realised it I 
was the ^ame and not me I 






je night I lost 

control completely, but it 
was only after about five 
minutes of helplessly roll- 
ing around the sky that I 
crashed and could start 
again. Watching the 
around while ? alternately 
tried to orash (and start 
again) or regain control 



PLANET BATINGS 

Originality 
Graphics 
Use of machine 
Value for money 
STAR BATING 



HI 
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software for 
computers of the 
future 
061-7986404 



@ G3 1 5 Xi 



isic Miner 2049 
which spawned a whole 
generation of platform 
games. Bounty Bob was 
originally available in C04 
and Atari versions but has 
now been converted for the 
Spectrum. 

T 111.- ' , n j 08t jj, (jjg 

r Spectrum 

organism’s 
of the Yukon Yohan have 



them back by walking over 



Little hi 
r C a e mu n f 






easy as every inch of the 
mine is oovered in mutants. 

Luckily there are 
hydrolic lifts and slides to 
get you about not to men- 
tion the curious suction 
tubes which suck you up at 

Scattered throughout 
the mine are some strange 
objects that when collected 
allows you to turn the 
tables on the mutants. 
However this effeot doesn't 
last long so have to use the 
opportunity well to either 
kill lots of mutants or get 

next object. through 110 8 

different challenge and it 
will take you some time to 
piek^your route through 

of the objects, slides, suc- 



tion tubqs'and lifts. 

Once you've com. 
all 26 screens you try them 
again at either a higher 
skill level or change your 
number of lives (between 2 
and 4) to form a new 
challenge. Changing the 
skill level to medium in- 
creases the speed of the 
mutants whereas “hard" 

blems of regenerating 
mutants and platforms that 



Finally, as an added 
bonus the high soore table 
is infact a factory in which 
you control two bulldozers 
that select the letters to 

Congratulations to US 



PLANET RATINGS 
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manently dispose of the 
ot eight keys that are scat- 
tered throughout the man- 
sion and so make your way 
a the treasure room. 



of the keys. You can move 
round the various rooms by 
running, jumping and 
ducking, climbing u n anH 
down stairs and ere 

To hinder your progress 

fall off Is you mistime your 
jumps. You do have some 
defence against the spooks 
though, In the form of ec- 
toplasm blobs. You start off 
with three of these, but 
* 1 ' — ~-'e many rr — ' — 
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Originality 
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In the days before com- 
puter games, pinball was 
my game and I still enjoy 
exercising my fllDDer 
fingers occasionally, 
this package I oan do 



There are five ready 
made tables which can be 
played or modlfed depen- 



ding on ; 
package Is 



you are presented 
the -table oocupvir 



.. the right. The 

. .- In between shows the 
range of table features such 
as flippers, kickers and 

— 11 Although 

i fixed si- 



perimeter 

walls. 

Changing the shape of 
the main structure of the 
table Is no easy matter. The 
shapes are literally stretch- 



Once this laborious task 
has been completed the 
positioning of the features 
is equally Inaccurate and 

mistakes are more easily 
rectified because you are 
moving solid shapes. Any 

number of tf- — *— 

keep adding - 
content with the layout. 

Adding patterns and 
designing a title is the next 







REVIEWS 



The overhee 



to manipulate objects a.._ 
to move in and around 
obstacles (as in Knight 
Lore) has gone. The innova- 
tion this time is that the 
Sabreman now moves 
through a fully 3D land- 
scape that scrolls past him 
as he walks through the 
village streets. Graphically 
"■'■J effect is as f“* — 



anything I've 
the Spectrum, 
that the builc 



e buildings (which 
i all highly detailed) 
— imoothly is 



is look a bit messy at 

The trouble with the 
game is that though the 
outsides of the buildings 
are all nicely depicted, and 
they all scroll ever so well, 



w (and it 

oe pretty extensive — just 
wait for the maps to start 
appearing). I've only 
managed to find two or 
three rooms that contained 
any objects of interest. The 
vast majority of the rooms 
seem to be Just rectangular 
spaces with a few monsters 

bodies, which you can col- 
lect to combat the plague- 

The status display at the 
bottom of the screen con- 
tains a number of figures • 
which correspond to some 
of the nastier creatures I've 

and presumably the objects 
that you can collect are 



though, Ultim 
instructions, so I'm not to u 
sure quite how these ob- 
jects are to be used. 

Anyway, collecting these 
objects seems to be Just a 
matter of wandering 
around the village until 
you stumble upon them — 
there's no element of skill 
or reflexes required to find 
them as with the objects 
hidden in all those hard to 
places in Knight 



Possibly I need to play 
Nightshade for a few more 
hours before it will reveal 

it something I hai 
Ith Knight Lore o 

.. Those 

stantly at 
though it 



with Knight Lore or Alien 
fi. Those games were in- 
' ve, and even 

„ me a while to 

figure out what I was do- 
ing, they still had enough 
tion while I was feeling my 
way. That's not to say that 

Spectrum games that I've 
seen recently, on the 
strength of the graphics 
alone. But this time around 
I can't help feeling that 
Ultimate have concentrated 
on graphics at the expense 
of content. It's very good, 
but it doesn't depose 
Knight Lore from my per- 
sonal No. 1 spot. SD 
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_s fallen under a 

terrible spell. Demons and 
other evil forces control the 
and plagues ha 
« e u 
Muppets gone wrong. Your 
task is to somehow lift the 
curse from the village and 
to set things right. 

The Fllmatlon graphics 
f Ultimate's last 



My favourite computer 
game, without a shadow of 
a doubt, is Ultimate's 
Knight Lore, and since the 
, '"PPy day that I bought 



happy 



last 

November's Microfair it 
has beaome the yardstick 
against which I measure all 
aroade/adventures. 

Set against that yard- 



.985 
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dlffioult to play. The aim 1 
to collect golden lion 
which will allow you t 



quite good. Even when you 
are doing well against the 
numerous enemies there is 
always the chance that a 
wizard will show up to zap 
you. To help you survive 
their are items which have 
various attributes to pro- 
tect or relnvigourate your 

The building which you 
are exploring has seven 
floors which are reached 
through trapdoors but 
there are also matter 
transporters which can 
teleport you to a chosen 
level as long as you know 
the name of the floor you 



limited pi 

them at the last m 

This game is certainly 

relentless persuit does get 
tiring. Luckily their Is a 
pause facility for those 
times when it all becomes 
too much to bear. 

Interestingly, Bubble 



oerned but it certainly does 
not benefit the purchaser 
who Iobss out by not having 
a second chance of a suc- 
cessful load if there Is a 
t on side of the tape. 



Itdfd C 



which I found compared 
go iaj. favourably though the C64 

each level rooms are version had a slight edge on 
id through doors (sur- overall quality and speed. 



shut. With th 
onrushing : 
slamming doors can b 
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carrying a weapo 
would soon be lost. 
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Mail Order Monsters 
Commodore 64 
Ariolasoft/ Electronic Arts 
£14.96 
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After a short wait the 
parcel arrived on my door- 
mat. With trembling 
fingers I carefully unwrap- 
ped It to reveal a Morph of 
little creature devised by 
- Tony Hart but a savage lit- 



le beast of my own design, 
less Its scaly little head. 
Quickly I dashed " 



s beast in battle. What 






it of anything that moved. 
"That's my Morph", I 
thought with pride. 

If this little scenario ap- 



8S ! 



Monsters (MOM) is 

for you. There are three op- 
tions in the game: free trial, 
rental and tournament. 

nets' to try* out°™ se^e^ed 
Morph ^Mall ^ORder 

choice of the twelve basic 



types. Each has its own 
abilities and weapons so It 
also enables you to see 
what effect these have. 

Once you have selected 
transported* 5 to 'the bat- 
tlefield. This is shown as a 
map upon which their are 
two squares which mark 
the positions of your 
morpn and that of your op- 
ponent. Using the joystick, 

will. If you choose not to at- 
tack your opponent Im- 
mediately, you may meet 
other creatures as you 
travel. When you do meet 
something, the screen 
ohanges to give a close up of 
the battle. 

Weapons range from 
claws and teeth to multiple 
laser devices. To select 
which weapon to use, a 
menu is available at the top 
right of the screen. It takes 
time to ohoose a weapon so 
this should be done before 
engaging in battle 
whenever possible. Any 
defence against chemical, 



than your .. 
he takes control of the new 
opponent for the duration 
of the fight. When the battle 
is over (assuming that you 
survived), you are returned 
to the overall map. 

Victory goes to the 
morph who kills his oppo- 
nent or successfully defeats 
The intermediate game 
differs from the basic gam- 
in several respects. Afte 
selecting your morph fror 
the vats in Morph meadow . 
you are given 1000 
psychons with which 1 
buy extra attributes sue 
as more lives, a bigge 
brain or more strength. Th 
budget also has to stretc 
to selecting weapons an 
defences. Once you ar 
satisfied you can the 
name your battlefield and 
the type of game you want 
?helr are three types. 
-The first is the dos* — " — 
thefree trial game 
cond game Is a rac 






r guardian 
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m 



it be collected In 



before It collects all the 

The final option Is the 
Horde. Teamwork Is called 
for In this game as your 
morphs are under attaok 
from a horde of creatures 
which start at the top of the 
screen. If the hordllngs 
reach the bottom of the 
screen, the game Is over 
and both players lose. If the 
horde Is defeated the win- 
ner Is the morph who killed 

In principle, the Tourna- 
ment game Is like the In- 
termediate game but each 
combatant only has 600 
psychons at the beginning 
but winning battles will 
alow you to buy more at- 
tributes for your morph 

Terrain and contest type 



Is quite Involved but I 
found that the computer 
vulnerable enemy. “l 1 ; 
especially obvious when 
playing the flag game. The 
computer morph makes 
straight for each flag In 

follow In Its wake, hoping 
the'last'nag (I la 



a human oppo- 
n, x lou-ed much better 
! the game started to 
le alive. Be warned: this 
le brings out the darker 



PLANET RATINGS 

Originality 

Graphics 

Use of machine 








The Goonies Is a game bas- 
ed on the latest Steven 
Spielburg film whioh will 
reach these shores this 
Christmas. The ^ame Is an 

based on the adventures of 
the Goonies kids In their 
search for pirate treasure. 

- a dlf- 

. ni 

. -jived by __ 

oonies working 
together. These are either 
controlled by different 
players or by one with a 
-ress of the joystick button 
_ yvaplng control between 
them. 

This takes some time to 
get used to and certainly 
adds a new dimension to a 
platform game. It is in- 

wrong time k 



exit. Progress In another is 
hampered by giant birds 
dropping eggs that if left 
alone will hatch Into more 

US Gold hope that this 
Datasoft program will be 
their "Ghostbusters” of 
this Christmas. Certainly 
all the ingredients are 
there. The film has done 
well in the States : 



Cyndi Lauper 

i in my opinion 

le game is better. Whether 






W M?b°eajc 
.11 software records its one 
t platform games 



move I've played, 
t the 
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volved than the standard 
“get the object" and in- 
decisive control and quiclc 



Use of machine 



n the Red Gian 
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plorlng strange lands. 

T '~ir King has given you 
s, food, goods to trade 



In and 100 men a: 



maybe even promote you 
from your humble status of 
Captain. It’s more likely, 
however, that he’ll think 
your performance has been 

E and sling you out. 

sr way it’s down the 
pub for a few swift halves 
of ale, a quick sleep at home 
before going back t 



re bashing. 
Although exploring t___ 
unknown Is always fun 



Although I’m a self con- 
1 Electronic Arts fan 
disappointed 



tives is up to you with 
3 options being to either 
ide with their chief or 
pe them out. If you trade 
u might be able to swap 
„ ur goods for gold or 
perhaps your food supplies 
— id topping. 

Utter a year or two away 
from home the lads are get- 
' ' lg restless and so its back 
the King who if he’s 
pleased will give you more 
— to buy more ships or 



beaoh landing. Only four 
ships can land on the 

drive up the obstacle 
strewn beaoh to reaoh the 
fortress and knock out Its 
gun ports, there are ten 
gun ports, you can only hit 
them when they are open, 
and they open at random 
for short times. 

After a short while the 
main (indestructable) gun 
on the top of the fortress 



Some people swear by 

reasonable, but nothing to 
shout about. However the 
Implementation of the Elec- 
" “ very good, and oon- 



[3 gg 






nothing special as far as 
games go. Having said this, 
the Implementation on the 
Beeb, and more so the Elec- 
tron, Is superb. 

For the uninitiated, 
Beachead is a game, where 
by going through different 
stages, you have to destroy 



secret entrance full of 
mines and torpedoes and 
then s short air battle, or a 
long air battle by using the 
main entranoe. 

In the air battle, 
aeroplanes come flying 
destroy them with your AA 
guns, In a similar manner 
to 3D Harrier Attack — for 
those old enough to 
remember thatl Every one 
that gets through drops 
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REVIEWS 



HSffi 

‘The supreme collection of 
Spectrum arcade games' 
reads the blurb on the 
cassette Inlay for this com- 
pilation tape. Unfortunate- 
ly, I just didn't share 
Turtle's enthusiasm for the 
collection. At a time when 
you can buy compilations 
Including the likes of Lords 
of Midnight, Pyjamarama, 
and Brian Bloodaxe for 
under '10, Turtle Soft- 
ware's offering of games 
from the Pacman era just 

ioad’in about sixty seconds, 
which will give you some 
idea of their size — J 



retracing the path left ^by 
Spraymania, the speed of 

playability — a supersonic 
worm Is pretty hard to con- 
trol, believe me. 

Side two of the tape 
starts with what X felt was 
the best game of the lot, One 
Man and His Job. This Is 
quite a good 'dodge and col- 
lect' game, with small but 
clear graphics 



of Lode Rur 



The first, Aliquld 
Simplex, casts you In the 
role of the mad P- a "‘'" 



around which ai 
the monster's 
through which various 
pieces of lab equipment 
wander, trying to kill the 
good doctor. Fairly basic 
stuff , ^though the graphics 
dard and the 'revolutionary 



the bug(g from a 
driving back and f 



simulated 
music' is actually quite 
good. The only problem was 
that I couldn't seem to col- 
lect the monster’s limbs. 
Whenever I got near to one 
In the maze, It would just 
sit there blocking the way 
and getting me killed by 
passing bunsen burners. 
As far as I could tell there 
was no way of collecting the 
limbs (except for one occa- 
sion when I passed over one 
and it vanished, but It was 
Just the one occasion out of 
many). 

8praymanla Is the se- 
cond game. In which you 
can control four different 
spray cans In order to kill 
off four types of creature. 
This is the sort of game that 
gave the early budget offer- 
ings a bad name. It would 
be easier to play but for one 
of the oreatures which 
moves so quickly that kill- 
ing It becomes more luck 
than anything else. 

3D Blood Dungeon Is a- 
maze game that seems to 
consist of several rooms 
which are all absolutely In- 
dentical. 

Snakes Alive has poten- 



wefl IntentiOned. semi- 
professional outfit, rather 
than a large company 
cynically attempting to 
make a quick buck, but I 
honestly can’t recommend 
The Epic as a go 
might hav- "■ 

(about a yea 



/ software around t 



PLANET RATINGS 








G5JH ff £ 

M Monty has broken oi 
■ jail and Is now on the : 

V Elated by his new to 
freedom he Insists on turn- 
ing somersaults when he 
jumps as he makes his way 
through a world of plat- 
forms and problems. 

For those who missed 
the first part of Monty's 
trials and tribulations, 
Monty Is a mole who 
always seems to be In 
ble. this nc 



problems which X h 

idSSfg 



exceptional 
ong by Its i 



mainly to be Interested m 
around liberally, 

Some of the objects en- 
countered can help Monty 
in his odyssey, others 
hinder and the remainder 
are downright lethal. For 
example, after struggling 
through a room fraught 



h adventure i_ 
predecessor with the best 
music track that I've heard 
come from my Commodore 
As pfatform games go, 
' ' ' ' ot introduced any 

elsewhere and yet I found it 



rather desirable 



splattering a 

precious six lives across 

the screen. 

At certain points In the 
game Monty reaches an im- 
pass which requires special 
technological aids to enable 
him to continue. At the foot 
of the opening screen Is an 
array of 21 useful objects, 
five of which Monty c — 



to push Monty a 
a dangerously fast pace, i 
even found myself joining 
in with the rhythm by syn- 
chronising the sound effect 
of Monty picking up an ob- 
ject with the beat of the 
The number of objects 

72 



likely to help, reset 
game and start again. 





with till kind ot gime; 
answer is In timing a 



As a seasoned reviewer 
of platform games which 
only raise a yawn from me 
In response, I have to say 
that this little masterpiece 
made me sit up and take 
notice from the beginning 
and held me until Monty's 
Inevitable demise (I did say 
seasoned and not suc- 
cessful). 





H ?9 



.r black and v 
parachute onto an Island, 
Their mission Is to retrieve 
a nuclear missile and 
rendezvous with a waiting 



things even more in 
teresting, the Island's 
volcano will erupt In < 






Then, if it's a trap tl 



As in the first Spy game 
the action takes place on a 
split screen display show- 
ing the part of the Island 
that spy Is In. On the right 



REVIEWS 



inel of options from 



which you can vary 
number of players and li 
of difficulty of the gair 
the left, each player I 
ilator from which 



To 



natural hazards as well as 
the^man made ones. These 



dug in the sand with the 
spade and then covered by 
twigs found on the ground 



d Spy 3 






as good as the original ai 
a challenging and Tun gar 
against both computer and 
human opponents. If you 
enjoyed the original then 

E u'll love this. If you 
ven't played either of 
them, buy both immediate- 



an object or a gun d 
and fired. Finally a 
suspending it from a tree to 
the ground. Anyone stan- 
ding In It will quickly be 
hoisted upside to dangle PLANET RATINGS 
from the tree top. Or If 
those are two subtle for Originality 



hough this call us 
lenlshed by resting, if it 
rhes zero then your Spy 
replaced by a grave 



removed STAR RATING 



tougher in Spy 2 a 



1 _ 



i y 






r ball, is fired, 
the ball and trap It In 



>n the goal 
you fire a shot which score 
two points. 

Another ball is fired a 
the game continues. 

This time he's right o 
your heels so you — '* — 
ford a rebound so 



badly as he sco: 
lead with only , 
on the clock. 



e goal for 

5.MSJE 

taking the 









and with only 3 s 
go you fire a last desparate 
“over the horizon" shot 
and manage to score a three' 
pointer in an unseen goal, 
winning the game and 
becoming the reigning 
ballblazer champion. 

Your next competitor 
could be another human o~ 



To give you a fighting 
3 points your Rotofoil 



n't. This stops you 
wandering down the wrong 
end of the pitch and keeps 
the action at fever pitch. 

The game is fought over 
a set time limit (between 1 
and 9 minutes) or ends 
one player scores t 
points. If there’s a tie at t 
end of time then your ir 
overtime. After all the 
can only be one Ballblazer 
champion. 

Ballblazer Is the second 
Lucasfilm game licensed by 
Activision (the first being 
Fractulus) and in my opi- 
nion is the best yet. 

** *' — “~e of writing 



the Spectrum convei 
which should be released 
shortly. Until then fl ' 



is of th 



id droids PLANET RATINGS 



simulation of the sport of 
the future. The screen 
display is split with each 
player seeing his view 



STAR RATING 




COMPUTER GAMER OCTOBER 






[§3 El 3 ff 



Deathstar 
BBC /Electron 
Superior Software 
£7.95 



the screen 'SINISTAR 
dB The y game itself * 



Atari originally were going 
to launch a game on the 
BBC called Sinistar. It was 
very good and followed the 

faithfully (well the bits that 
weren't accurate were of no 

however Atari 'got into 



One of the 'reforms' ii 
troduced by the new Ata: 
corporation was that Ata 
would no longer produc 
software for any non-Ata: 
oomputer. So a number < 
games were left floating. 
Superior Software officially 
lioenced Tempest from 
Atari, but then Atari decid- 
ed that they didn't really 
want to do that either. 



bly fast action game of 
many levels. The object of 
each level is to destroy the 
Sinistar — Oops! sorry 
'Deathstar' with Sinibombs 
— Oops! sorry 'Starbombs'. 
The way that you get these 
bombs is to mine asteroids 
with your ship's guns. 
When you shoot — 
asteroid enough a 
will fly off it. Pick u 
crystal and y 
yourself a E 

Starbomb. Yl 

24 Starbombs at any a 










destroy the Deathstar, one 
bomb per piece. When the 
Deathstar has been zapped 
you go onto the next level. 



turrents that can fire shells 
crystals' for the Workers. 






o different 



therwlse also the 



mine. The 



own personality. The 
Worker zone has more 
n^aking the 

warriors making 



get crystals. 

A very fast and Involved 
game, keeps you playing it 
for hours, well worth get- 
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ir and he is built up 
piece uy piece. 

When 20 pieces are 



STAR RATING 



Way of the Exploding Fist 
Amstrad / Spectrum 
Melbourne House 
£7.98 



the Fighters are wearing 
white and grey Karate suits 
which don’t look as good as 



blue. The 8j>ectrum. on the 
backgrounds for each fight 



y Mii 



master the basic Kicks and 
Punches and once these are 
done there are a few flashy 

the roundhouse and a 



versions but 1 



PLANET RATINGS 

Originality 

Graphics 

Use of machine B 
Value for money 



0 



oriental martial artists fa 

S each other. There are 
ions for either a two 
yer game or a single 
player game in which case 
the oomputer plays the op- 
ponent. The level of the 
computer opponent may be 
selected from novice to ex- 
pert so the game can be 
challenging for a long time. 



EK 



is struck well then a full 
is awarded, if the 
landed but wasn't 
well done then only 
Of a point is given. The-- 

e Yin-Yan Syml 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 
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Title: 



RENEWS 



Raskel and Vortron 
Computer: C64 plus joystick 

Supplier: Budgie 

Price: £8.50 



o arrange things so 



that the Invader is 



C64 owners who like to ex- 
ercise their trigger fingers 
now and again will find 
plenty to keep them happy 
this month and at a low 
price too! Raskel and Vor- 
tron are two space shoot- 
em-ups on the budget 
Budgie label. Whilst neither 
is particularly original, 
both are fun to play. 

Raskel is a defender- type 

rescue any humanoids. 
You have to fly your oraft 
over the surface of your 
planet trying to proteot 
your power rail from 
hordes of invading aliens. 
The game is very fast and 
the strategy required is no 
deeper than the ‘-if it 



edges and fine joystick coi 
trol is called for. Points ai 
scored aooording to ho.. 
quickly you destroy the 
available by col- 



fiding wii 
objects. C 



Neither of these games 
offer anything startlingly 
new, but they are cheap 
and cheerful and you will 
find yourself going bac' 
them in order to while 
away the odd half hour. 
And that surely is all tl 






SffiffiH 
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this does knock 1 






Much slower, but re- 
quiring more skillful 
manoeuvring is Vortron. 
Here, you have to protect 
your planet from nine 



0 
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fire, your blast 



■ery time you 
st is directed. 



0 




m 1 1 

■Officially endorsed by RAF 
No.617 Squadron’ boasts 
the cover of this flight 
simulation, and as soon as 
I saw thoBe words I was 
ready to be bored stiff. 

ing more important than 
game content these days, 



and I wasn't expecting 
anything particularly 
special from this one. 

T was though, oleasant- 
T loaded 



ly surprised once I 

oomplex an 5 challenging 
the game was, but without 



the program 




Once you gat into a bom- 
bing run you are also faced 
with enemy flak and the 
task of getting your bomb 
sights accurately lined up. 
and all this not only adds to 
the complexity of the game, 
but also adds a bit of old 
fashioned arcade exaite- 
ment to the proceedings. 

This is about the most 

a able and enjoyable 
t simulation that I've 
seen. The complexity of the 
different sets of controls 
ensure that the game will 
be challenging for a long 
time, but the respon- 
siveness of the controls and 
variety of flight options 
allow you to get into the 

S ame quickly and without 
scorning bored ““ J 
discouraged a- ’ - 
found other flif 
tions can tend to 
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Hello again. This month we 
look at professionalism, the 
small things that make a 
boring game different. The 
neat little features that 
make a game interesting 
before you actually play It. 
The features now standard 
In professional games, such 
as title pages, loader pro- 

e messages and ways of 
itenlng up instruc- 
tions. 

Also, if a joystick Is 
not available, more ways of 
playing with the keys. I 
will give tips on ttiings you 

better^ffects. Sound and 
graphics are not only con- 
fined to the game; they are 
very important in building 
a good Image beforehand 
and colour Is vital. At the 
end of the game a high 
score table is possible, but 
not just type in your name 
there are many ways of 
choosing letters and sym- 
bols and generally making 
your game as good as the 
professionals, or even the 
ultimate aim like the new 
Firstly, we shall look at 
title-pages. We'll use 
reverse field spaces, which 
I have explained for the 
various computers. It Is 
best to use a black border, a 
black screen and white let- 
ters for many people (in- 
cluding me) prefer to com- 
pute on a black and white 
television. To get the colour 








Rory Newman shows you how to add 
those important professional touches to 
your own programs. 



10 PR I NT " nr ; : POKE36079 , 8 
20 PRINT" SRLTEREB! BEGOM" 

30 PRINT" PROUDLY PRESENTS" 

40 PRINT" "; 

50 PRINT"/ //// /////"; 

60 print" a mil i i i i ■/"; 

70 PRINT" a SKI II III III ! IBI Ml MB/' 1 ; 

80 PRINT" a III I I I INI ■/"; 

90 print"/ a i i/a i is a ii i»i ii i ne/"; 

100 print" a i i 9/au fi/a i i a/a i a/"; 

110 PRINT" _ " 

120 PR I NT" !»»»»!/ /I l»»l/ /I " 

138 pr i nt "Ilians ib aim « i " 

140 PRiNT"ii»»ma ib aiikBii ■ i " 

150 PRINT"l»BBBBia IB IBBl/~a S I " 

160 PRINT"l»klllia IB Skill ■/" 

170 PRINT"llllllia IB- Skill a I " 

180 pRiNT"i»»»n/a i//i am a/ a " 

190 PRiNT"iin»ia a/ain a/" 

200 FGRT*1T010000 : NEXT 

210 P0KE632 , 1 3 1 : POKE 198,10: S VS64824 



READY. 









in brackets afterwards. So 
MID$(A*’6.1) is A»(6) but 
MID$(A$,6,3) (l.e. 6th, 7th, 
8th) is A$(6 to 8). 

A good way to print short 



E“€ 



three Jlne message printed 

to spare. In games perhaps 
you could have your soore. 



slolls = PEEK 
gPOTHWo THEN 



MOVE NORTH 

IF (M AND 8) = 0 THEN 



10 PR I NT "13" 

20 .PRINT"ENTER UP KEV" 

30 GETUt : IFU*»" "THEN30 
40 PR I NT "ENTER DOWN KEV" 

50 GETD* ! IFDt"" "THEN50 
60 PRINT"ENTER LEFT KEV" 

70 GETL# • IFL*«" "THEN70 
80 PR I NT "ENTER RIGHT KEV" 

90 GETR*: IFR**" "THEN90 
1000 REM MOVINO ROUTINE 
1010 GETS* 

1020 IFA*"U*THEN [MOVE UP] 

1030 IFfl*-D*THEN [MOVE DOWN] 

1040 IFfl*-L*THEN [MOVE LEFT] 

1050 IFfl*-R*THEN CMOVE RIGHT] 

RERDV. 



Finally,- Hi-soore tables 
— but I'm afraid only for 
Commodore. Program IS 
shows the basic idea, 

variable'fc as score. It’s a 
ten place one. This is a very 
useful routine to have; a 
target to beat; a reason to 

S a game they’re bored 
. A very good feature. 
Professional? Yes, but not 
the best possible. Entering 
initials is boring, so why 
not have three dashes with 
a space between them and 
using the joystick and the 
character code it is simple 
to write a program that will 
increase tt 
gushing the^ 

dash and goes on to the 



e letter by 
' 

' pushln^ left. 






j „ _ jp initials. 

Or how about a big circle of 
letters? You use the 
joystick to move around the 
cirole, select your letter and 
press FIRE. Repeat this 

process until you 1 

selected all your init 
Btmple with thought! 

These are the kind of 
things that make a pro- 
gram look good and add 
games. First impressions 

m for each of the ma- 
cmputers I’ve dealt 

jo far. I'll include all 

the aspects I’ve covered to 
date with references to 
earlier articles. 'Bye for 
- v. My thanks to R Hearn 
IJHodf 



program fa 
jor compu 



and J Hodges. 



MOVE SOUTH 

IF (M AND 161 = 0 THEN 

MOVE EAST 

IF (M AND 32) = 0 THEN 
IF (M AND 128) = 0 THEN 
MOVE EA8T 

North East. North West. 
South East and South West 
are worked out auto- 
matically and so is the 
movement with fire. 

If, however, you don't 
have a joystick, it's a good 
idea to let the player define 
the kevs. I remember the 
I have played 



together so that om 
two fingers and a 
just sat idle I So, p 



10 CL8 
20 PRINT 



'ENTER UP KEV 



30 

40 


LET Ut = INKEY*: IF Ut = " 
PRINT "ENTER DOWN KEY" 


" THEN 


GO 


TO 


30 


50 

60 


LET Dt = INKEY*: IF n$ = » 
PRINT "ENTER LEFT KEV" 


" THEN 


GO 


TO 


50 


70 


LET Lt = INKEV* : IF Lt = " 


" THEN 


GO 


TO 


70 


80 


PRINT "ENTER RIGHT KEV" 










90 


LET Rt = INKEVt : IF Rt = 1 


" THEN 


GO 


TO 


90 



1000 REN MOVING ROUTINE 
1010 LET Fit = INKEV* 



1020 IF Fit : 
1030 IF Fit « 
1040 IF Rt ' 
1050 IF Fit ; 

READY. 



U$ THEN 
Dt THEN 
Lt THEN 
Rt THEN 



CMOVE UP] 
[MOVE DOWN] 
CMOVE LEFT] 
CMOVE RIGHT] 




1 REM RT BEGINNING OF PROGRRM 

2 DI.MHI < 10) ' DIJIHItC 10) i FORT°1TO10 : Hit <T)*"???" : NEXT 
10000 REM RT END OF PROGRAM 

10010 I FSOH 1(10) THEN 1 0020 
10015 GOTO11000 

10020 PR I NT "WELL DONE VOU'VE GOT SIN TO THE TOP TEN" 
10030 PRINT"IENTER VOUR INITRLS" '■ INPUTM* 

10040 I FLEN C M$ ) >3THENPR I NT " S3 LETTERS MAX" : GOTO 10030 
10050 FORL-1TO10 
10060 I FSOH I <L)THENP*L : L*10 
10070 NEXTL 

10080 FQRR“ 1 0TOP+ 1 STEP- 1 
10090 HI<R>-HI<R-l)iHI*<R>»HI*<R-l> 

10100 NEXT 

10110 HKR>SC:HI*(R)-M* 

11000 PRINT"!] HI-3C0RE TABLE**" 

11010 FORT=1T09 : PRINT" " i T i HI$<T) i HI <T) : NEXT 
11020 PRINT" 10 ";HI*<10);HI<10> 

RERDV. 





Scramble 




WHAMS 

mm 



Also we need self ad- 
dressed packaging suitable 
for returning the stuff In If 
the program Is not accepted 
for publication. 

We are looking for high 
quality machine code and 
Basic listings for the follow- 
ing machines: Commodore 
64, C16, Spectrum, Atari 
(all types), BBC, Electron, 
and the Amstrad. All pro- 
grams should be recorded 
on tape at the slowest baud 
rate, and a number of times 
of the tape. 



tape, also molude^any 
special loading instrue- 
When writing a program 
to avoid any embedded 
' ' i commands. This 



graphics comm 
Is really imports 
BBC micro with 



with its colour cor 
codes, and the Atari 
Its graphics symbols, t 
these cannot be listed 
printer. Also avoid having 



/ 

/ 

/ 



C 
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SCFWIBLE 

Program 1 



by Phillip Bignall 

In this accurate reproduc- 

the C64 you mult guide 
your space-ship through 
five waves of enemy aliens 
avoid rocks and intercep- 



a joystick in port two. 

The game has machine 

need it and so it goes quite 
fast. The graphics are also 
just like the real thing. 
Stand by your ship . . . 



Minefield 
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Program Z 

10 M0DE7 
20 PRQCtitle 

30 IF FNinst PROCtnst ELSE PRDCioad 
40 HODEliPROCcharacters 
50 CLS:PROCload 
40 END 
70 

80 DEFPROCtitle 
90 VDU31 ,11,5,150 
100 PRINT‘7'7'5 5 7"5 7'!’ 

110 VDU31.il, 4, 150 

120 PRlNT”u l 5 u u 5 >,!■ 

130 VDU31.il, 7, 150 

140 PR1NTCHRF255; * 5 "CHRI255; * ‘CHRD2SS:* 5 “C 

HRJ255; "pO" 

150 VDU31.il, 9, 150 

140 PRINT‘7' ! 5 7‘! 5 7'4" 

170 VDU31, 11,10, 150 
180 PRINT"5 5 5 5 5 5" 

190 VDU31.il, 11, 150 

200 PRINTCHRJ255j"’ ! "CHRJ255;" "CHR4255;"' “CHR* 
255; " *CHRI255j " 5" 

- 210 VDU31.il, 12, 150 

220 PR1NTCHR4255;" "CHRJ255; • "CHRI255; "pO "CHRS 
255j"p0"CHRt255|"pX" 

230 PRINTTABIll,14)CHR*131"By Hilliu Pren." 

240 VDU31, 12, 17, 144, 32, 32, 32, 32, 32, 32, 255 

250 VDU31, 12, IB, 144, 32, 32, 32, 32, 112, 124, 255, 125, 11 

2 

240 VDU31, 12, 19, 144, 32, 32, 32, 32, 43, 47, 47, 47, 39 
270 PR INTTAB (4,23) CHR*134*Press the SPACEBAR to co 

280 REPEAT UNTIL SET=32 

290 ENDPROC 

300 

310 DEFFNinst 
320 CLS 

330 PR1NTTAB(0,13) "Do you Hint instruction! IY/N1 

340 REPEAT ans=INSTRCYyNn* ,GETI) 

350 UNTIL ans 

340 IF ans<3 =TRUE ELSE =FALSE 
370 

380 DEFPROCinst 
390 CLS 

400 PRINTTAB(4,l)CHR4134"HINEFIELD by Nilliaa Pren 

410 PR1NTTAB<0,3> "You are the coaaander of a World 
War 2" 

420 PRINT“tank. You are told- by H/Q that you" 
430 PRINT'aust navigate your nay through a aine-* 
440 PRINT'field in order to break a vital eneay" 

cm 

oo 



Mm& fi&td 




450 PRINT'defence." 

440 PRINT'To help you through the aines an on" 
470 PRINT'board sensory device Mill tell you hon" 
480 PRINT'aany aines there are in the vicinity," 
490 PRINT'but Mill not tell you nhere they are!" 
500 PRINT'According to hon aany aines there are" 
510 PRINT'in the area your tracks Mill change" 
520 PRINT’colour: 0=YelloM,l=Red,2=Blue,3=Green.“ 
530 PRINT'There is a safe area at the bottoa of" 
540 PRINT'the screen nhich does not conceal any" 
550 PRINT’aines." 

540 PRINT'Every tiae you aove you use up fuel, if" 
570 PRINT'your supply gets very Ion you can run" 
580 PRINT'over a fuel drua Nhich Mill give you” 
590 PR1NT*10 aore gallons of petrol." 

' 400 PRINT "CHR*131 " Press the SPACEBAR to continue 

410 REPEAT UNTIL GET=32 
420 CLS 

430 PRINT' " If you reach the other side of the" 



440 PRINT'ained area you Mill proceed to a’ 
450 PR I NT "higher screen, nhich Mill conceal aore" 
440 PRINT’aines!" 

470 PRINT'There are 3 nays of blowing up your" 
480 PRINT’tank. They are: 6oing into a sine," 
490 PRlNT'Soing into the green ained Hall and" 
700 PRINT'using up all your petrol." 

710 PRINT'You score by collecting the aaount of" 
720 PRINT'fuel you have left at the end of each" 
730 PRINT’screen." 

740 PRINT"Froa the 4th screen upnards you Mill" 
750 PRINT'be able to pick up eneay leaders for" 
740 PRINT'a bonus of 50 points." 

770 PRINT 'CHRC131" Press the SPACEBAR to continue 



00 PRINTTAB(0,2'CHRtl30"KEYS:" 

10 PR1NTTABU, 4) "DELETE - FREEZE" 

20 PRINT" COPY - CONTINUE" 

30 PRINT" Q - SOUND OFF" 

40 PRINT" S - SOUND ON" 

50 PRINT" J - KEYBOARD TO JOYSTICK TOGGLE* 

60 PRINT" K - JOYSTICK TO KEYBOARO TOGGLE" 

70 PRINTTABI0, 1 1 1 CHR*130"C0NTR0LS: ■ 

00 PRINT" Z - LEFT” 

90 PRINT" * - RIGHT" 

DO PRINT" * - UP" - 

10 PRINT" ? - DOWN" 

20 PRINTTAB (0, 181 CHR4131 "A1 ternati vely use a joys 
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930 PRINTTA8I0,22)CHR»134’Pre55 the SPACEBAR ti 

940 REPEAT UNTIL 6ET=32 
950 ENOPROC 



970 DEFPRQCcharacters 

980 VDU 17 , 2 , 3 l , l , 5 : PR INT ‘ CHARACTERS’ 

990 VDU31 ,1,8,234, 17, 3;PRINT* .... TANK’ 

1000 VDU17, 1,31, 1,10, 238,17, 3:PRINT’ .... NINE" 

1010 VDU17,2,31 , 1 ,12,237 ,17,3:PRINT I> .... FUEL DRUN 



1020 VDU17,3,31,1,14,232:PR1NT’ .... 
1030 VDU17,2,31,l,l6,231,17,3sPRINT- 
ACKS’ 

1040 VDU17, 1,31, 1,18, 239, 17, 3sPRINT* 
DER’ 

1050 VDU17 ,2,31,1,21: PRINT’PRESS THE 
AD THE GAHE’i 
1060 REPEAT UNTIL SET=32 
1070 ENDPRQC 



Program 3 

10 HQDEl 

20 PROCasseeble 

30 V0U19, 1 ,6;0; 19,2, 12;0; 

40 PROCheader 
50 IFFNask PROCload 
60 key=TRUE 
70 REPEAT 
80 score=0 
90 screen=l 
100 REPEAT 
110 H0DE1 

120 VDU23;8202;0;0;0; 

130 VDU19, 1 ,2;0;19,3,0;0; 

140 PROCvariables 



HINED NALL’ 
.... TANK’S TR 

.... ENEMY LEA 



SPACEBAR TO LO 




310 ad j=0:PR0Ccheck 
320 C0L0UR1:PRINTTAB(12,3) jadj 
330 PROCnear 
340 fuel=fuel-l 

350 C0L0UR1 : PRINTTAB (7 ,5> ; fuel ; ’ ’ 
360 PRINTTAB(35,3) ; score 
370 PRINTTAB txco,yco>CHR*234 
380 IFkey PROCone ELSE PROCtao 
390 C0L0UR2: PRINTTAB tdx ,dy )CHR*23t 
400 ENDPRQC 
410 DEFPROCone 

420 IF INKEY-67 VDU31 ,xco,yco,234 
430 IF INKEY -98 VDU31 ,xco,yco,233 
440 IF INKEY-105 VDU31,xco,yco,236 
450 IF INKEY-73 VDU31 ,xco,yco,235 
460 ENDPROC 
470 



150 PROCscreen 
160 PROClay 
170 REPEAT 
180 PROCtiait (200) 

190 PROCplay 

200 UNTILaver DRnext 

210 IFover PROCdead ELSE PROCnext 



480 DEFPROCtao 

490 lFaX<50 VDU31 ,xco,yco,234 
500 IFaUlSO VDU31,xco,yco',233 
510 1FK<50 VDU31,xco,yco,235 
520 IFbX>150 VDU31,xco,yco,236 
530 ENDPROC 
540 



220 UNTILover 

230 H0DE7:PRQCtable 

240 UNTIL FALSE 

250 DEFPROCplay 

260 PROCduring 

270 IFfuel=0 over=TRUE 

280 IFyco=9 next=TRUE:ENDPROC 

290 IFkey PROCkeyboard ELSE PROCjoysti 

300 IFdx=xco ANDdy=yco ENDPROC 




T 



550 DEFPROCvariables 
560 over=FALSE:next=FALSE 
570 ad j*Os f uel=90+ (10*screen> 

580 4uel =90+ I 10*scr een ) 

590 eps=10*l20*screenl 
600 xco=19:yco=29 
610 ENDPROC 
620 

630 DEFPROClay 
640 PROCsiide 

650 COLOURS: FOR A=0 TO eps 
660 S0UND3,3,10,1 
670 VDU31,RND(36)tl,RND(19)+9,238 
680 NEXT 

690 C0L0UR1:F0R 8=0 TO 10 

700 VDU31,RNDI36)*l,RND119)+9,237 

710 NEXT 

720 IFscreen>5 PROCbonus 
730 PRINTTAB ( 13,91SPC( 15) 

740 C0L0UR1 s PRINTTAB (xco , yco)CHR*23S 

750 ENDPROC 

760 

770 DEFPROCbonus 

780 VDU17, 1 ,31 ,2,7s PRINT’PIOC UP ’;:VD 
U17,2,239,17,1:PRINT‘ AND 6ET 50 EXTRA P 
OINTS !’ 

790 F0RS=0 TO 5 
800 SOUNDS, 3, 50*8, S 
810 NEXT 

820 VDU17, 2, 31, 10, 18, 239, 31, 29, 18, 239 
830 PROCwait (2000) 

840 ENDPROC 
B50 

860 DEFPROCscreen 

870 VDU17, 1,31, 14, 1,238, 32, 17, 2, 224, 22 
5,226,227,228,229,230,32,17,1,238 
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jiytt©** 

■MBdjS 140 bonus *-606 



By James Maltick 

Munch is an arcade game 
for the Amstrad 464 or 664. 
You are the smiling Mun- 

the dots to stay alive before 
the time runs out. Chasing 

ohers who cannot digest the 
dots, but are keen to gobble 



150 dot*-179 

160 px*-3:py*-S:gxl*-18:gyl*-5:g 
x5*-3: gy5*=S0 
170 caught-1 
180 BOSUB 450 

190 WHILE NOT caught AND NOT bon 
500 BOSUB 350 

510 BOSUB 950: move man *» 

550 BOSUB 9B0: ’** move Bhosts ** 
. £30 IF dot*-0 THEN 1340 
540 WEND 

5B0 BOSUB 1150: ’*« lose life *» 
560 BOSUB 1550: ’** clear screen 



u will be able tc 



The program is well 
structured and there are 
plenty of REMS to help with 



rogram all t 
nay be left out. 
Happy Munchh 



10 BOSUB 1490 

50 DEFINT a-z 

30 DIM hsC51 , nameSC51 

40 FOR x-1 TO 5:hsCxl-6000-1000* 

x : nameSC xl- " ANSTRAD” : NEXT 

50 scrn-1 : Din scrBenCSO, 511 

60 score-0: lives-3 

70 dotik-1 : walik-5 

80 use*-l 

90 >••**»•••••••• 

100 ’** main loop * 

110 .............. 

150 CLS 

130 WHILE lives>0 




570 caught=0 
580 WEND 
590 BOSUB 1890 
300 BOTO 60 
310 END 

350 ••»»««.»»»• 

330 '* bonus * 

340 ........... 

350 bonus*-bonus*-use* 

360 PLOT bonus*, 0:DRAWR 0,16,0:S 
OUND 5, bonus*, 5, 5 
370 IF bonus*<=35 THEN bonus*--l 
380 RETURN 

390 •..»»«.»•**»*••* 

400 ** draw screen * 

410 •«***•»*»**•»**« 

450 RESTORE 5B0 

430 NODE 0 : I NX 0,0: BORDER 0 

440 FOR y-1 TO 51 

450 READ chS 

460 FOR x-5 TO 19 

470 IF niDSCchS,x-l, ll-"a" THEN 

screenCx, y 1-143: LOCATE x,y:PEN ui 

alik: PRINT CHRSC 1431 ELSE screen 

Cx, y 1=144 : LOCATE x,y:PEN dotik:P 

RINT CHRSC 1441 

480 NEXT 

490 NEXT 

500 LOCATE 5, 53: PAPER 3: PEN 4: PR 
INT” SCORE" : score PAPER 0 
510 LOCATE 51-lives, 53: PEN 13:F0 
R x-1 TO lives-1 : PRINT CHRSC5541 
; : NEXT 

550 FOR i-34 TO 606 STEP 4: SOUND 
7 , i , 3 : nOUE i , 0: DRAWR 0,16.7:NEX 
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5.7,0,0.15 

1150 FOR x-1000 TO 100 STEP -10- 
SOUND 7 , x , S, 7 : BORDER x HOD 26 : NE 
XT 

1170 BORDER 0: px5s-3: pyii-B 

1180 RETURN 

1190 

1200 clear screen » 

1210 '»»»**»»-..-**«** 

1220 x — 0 : FOR y-1 TO 200 STEP 2 
1230 flOUE x , y : DRAW 640-x, y , 0 : DRA 
W 640-x, 400-y: DRAW x, 400-y: DRAW 

1240 SOUND 7 , y*2+x/ 1 . 5 , 4 , 6 

1250 x-x+4 

1260 NEXT 

1270 RETURN 

12B0 ■•••*••«•»•*»•*» 

1290 ’* next screen » 

1300 ■*»»«»*»«**••»»* 

1310 INK 14,26: INK 15,3: INK 5,26 
1320 score-score+bonusJ; 

1330 use^-use--i+2 

1340 60SUB 1220: sc-sc+bonus-s 

1350 scrn-scrn+1 

1360 walik-walik+1: IF walik-27 T 
KEN walik-1 

1370 dotik-dotik+1 : IF dotik-27 T 
HEN dotik-1 

1380 IF dotik-uialik THEN 1360 
1390 LOCATE 6, 5: PEN 3: PRINT”WELL 
DONE! " 

1400 LOCATE 3, 10: PEN 12:PRINT”Y0 
U HAUE ” ; : PEN 6:PRINT lives; : PEN 
12: PRINT”LIUES" 

1410 LOCATE 7 , 15 : PEN B:PRINT"BO 
NUS” ; : PEN 1: PRINT bonuses 
1420 LOCATE 3. 20: PEN 2:PRINT”NEX 
T IS SCREEN”; : PEN 3: PRINT scrn 
1430 FDR x-1 TO 6000: NEXT: 

1440 SOSUB 1220 
1450 SOTO 280 
1460 '»*»•*»»** 

1470 '» title • 

1480 -**-*•»«** 

1490 SYPIBOL AFTER 64 
1500 SYMBOL 64,0,126,126,126,126 
,126,126,0 

1510 MODE 1 : INK 0,0: BORDER 0 
1520 PEN 3 
1530 LOCATE 1,5 

1540 print”s@ 00 00 eg @@ 

00 13(380 00 00” 

1550 PRINT”000 000 eg 00 000 




00 00 00 00 

1560 PR I NT ”0000000 0@ gg @@@(3 

00 00 00 

1570 PR I NT ”0000000 00 00 eg gg 

00 00 000000 ” 

15B0 PRINT”00 0 00 00 gg gg g 

00 00 00 gg” 

1590 PRINT”00 00 00 gg gg 

00 00 gg gg gg.. 

1600 PRINT”00 00 0000 gg 

00 0000 00 gg- 

1810 LOCATE 12 , 15 : PRINT CHRSC 164 
3 i : PEN 1 : PRINT” J. Mattick 1985 



mi° t y/w 1 ?- 3 ■ 2,1 ‘ PR 1 Nr " 1 nsisuci i 
1630 aS-UPPERSt INKEYS3 
1640 IF aS-”N” THEN RETURN 
1650 IF aSO "Y” THEN 1630 
1660 

1670 '* instructions * 

1680 

1690 CLS 



„ -•‘-■-“-'-lit. 10 , l : riUNI "MUN 

: PEN 1 : LOCATE 18,2,-PRINT” 



1710 LOCATE 1,4: PEN 2:PRINT" You 
are the smiling munchBr mho sta 
rts in the top left of the scree 
n. You must walk around the maze 
eating all the dotsin order to 
to gain points.” 

1720 PRINT 

1730 P6N 3: PRINT” However, it is 
not that easy. There are two sad 
munchers who cannot eat the dot 
sand can only eat you to stay al 
ive. After a while they will 

Join together tobecome twice as 
strong . " 

1740 PRINT 

1750 PEN 2: PRINT” Ther B is also 
a time limit in which youmust ea 
t all the dots." 

1760 PRINT 

1770 PEN 1: PRINT” It is either t 
he monstors or you. You control 
the man using a joystick or:-” 
17B0 PRINT: PRINT 
1790 PEN 3: PRINT ” Z X 

3 \» 

1800 PEN 1: PRINT CHRSC113 ; CHRSC2 
23 ; CHRSC 13 ; “ Left Righ 

t Up Down” 

1810 PRINT CHRSC223 ; CHRSC03 
1820 LOCATE 14, 24: PRINT”PRESS AN 
Y KEY” 

1830 WHILE INKEYS-””: WEND 
1840 FOR x-1 TO 24: LOCATE 1.25.P 
RINT CHRSC 103: SOUND l,x»10,5,5:S 
OUND 2 , 600-x*10 ,5,6: SOUND 4,x»10 
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0/S, 5, 4: NEXT 
1850 RETURN 
1B60 ••***••••*••** 

1870 '* game over * 

1600 ‘ .**-«*****«*.* 

1090 INK 15,9,9 

1900 LOCATE 6, IS: PEN 15:PRINT"GA 
PIE DOER! ” 

1810 FOR x=50 TO 300 STEP S:SOUN 
D 7 , x , S , 7 : NEXT : SOUND 7,100,80,7, 
0,0,55 

1SS0 FOR x-1 TO SOOO : NEXT 

1930 IF scarB>hsC51 THEN GOTO SO 

10 

1940 LOCATE 4, 54: PEN 3:PRINT”PRE 
SS ANY KEY.” 

1950 WHILE INKEYSO”” : WEND 
I960 WHILE I NKEY5- ” " : WEND 
1970 GOTO SSSO 

1990 ’ * high score * 

sooo ■»***»**«•***»»» 

5010 WHILE INKEYSO’”*: WEND 
SOSO CLS 

.5030 LOCATE 3,5:PEN 15:PRINT "EN 
TER YOUR NAnE!” 

5040 MOUE 58, 315: DRAW SB, 340, 7: D 
RAW 5GB, 340: DRAW 568, 315: DRAW 5B 
,315 

5050 MOUE 155,190: DRAW 155,510,1 



AMSTRAO 



I 

5180 NEXT 

5190 IF flag-1 THEN GOTO 5150 
5500 LOCATE 1,54 
5510 FOR x-1 TO 1000: NEXT 
5550 INK 5,55 
5530 CLS 

5540 LOCATE 3, 5: PEN 15:PRlNT"n 
HTY MUNCHERS!” 

5550 MOUE 5B, 315: DRAW 58, 340, 7: D 
RAW 568,340: DRAW 56B, 315: DRAW 58 
,315 

5560 MOUE 50, 307: DRAW 50,348,15: 
DRAW 585, 348: DRAW 585, 307: DRAW 5 
0,307 

5570 RESTORE 5580: FOR a=l TO 5:R 
EAD y: LOCATE 5,y:PEN INTCRND*1S+ 
51 : PRINT fiscal: LOCATE 9,y:PEN IN 
TCRND»15+53: PRINT nameSC al : NEXT 
S5B0 DATA 9,11,13,15,17 
5590 MOUE 518, 154: DRAW 518,578,3 
: MOUE 556, 154: DRAW 556,578 
5300 MOUE 58, 154: DRAW 58, 578, 3: D 
RAW 575, 578: DRAW 575, 154: DRAW 5B 
, 154 

5310 MOUE 58, 548: DRAW 575, 548: MO 
UE 58, 518: DRAW 575,51B:M0UE 58,1 



[mjn©h 



: DRAW 485, 510: DRAW 485, 190: DRAW 
155, 190: MOUE 144, 185: DRAW 144,51 
8, 15: DRAW 490, 518: DRAW 490, 185: D 
RAW 144,185 

5060 PEN 15: LOCATE 6,13 
5070 nm$-”” 

5080 FOR a-1 TO 10 

5090 a$-UPPER$C INKEYSJ : IF aS-"” 

THEN 5090 

5100 nm$“nm$+aS 

5110 PRINT a$; 

5150 SDUND 7,500,5,7 
5130 NEXT 

5140 hsC51-score: nameSC53-nmS 

5150 flag-0 

5160 FOR a*-l TO 4 

5170 IF hsCa^KhsCaSs+ll THEN sco 

rel-hsCa54+ll : hsCaJs+ll-hsCa*] : hsC 

aJsl-scorel : namelS-nameSCaJi+lD : na 

meSCaJs+ll-nameSCaSsl : nameSCa5il“na 

mel$: flag-1 



B4 : DRAW 575, 184: MOUE SB, 154: DRAW 
575,154 

5350 LOCATE 4,S4:PEN 15:PRINT”PR 
ESS ANY KEY.” 

5330 WHILE INKEYS-” ’’ : WEND 
5340 RETURN 
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SOFTWARE GAMES 



20% OFF SOFTWARE (RRP) 

GAMES, UTILITIES, EDUC., ADV., FOR SPECTRUM, ATARI, 
BBC, COMM-64, VIC 20, C-16, DRAGON & AMSTRAD 



JOYSTICKS 

QUICKSHOT II £8.95 GUNSHOT II £8.95 
JAYCEE SOFTWARE (C.G.), FREEPOST (EN84), 
FORRES 1V36 OBR. 



CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private perword. Semi 
display £9 per single column centimetre. Series 
rates on application. Please note that all classified 
advertisements under £20 must be prepaid. All 
cheques or postal orders to be made payable to 
A.S.P. Ltd., (P.H.) 



Telephone Dave 01-437-C 



es s 





BBC / ELECTRON / DRAGON 

+ 30p P&P). Stamp 
»u».c. idcker, 58 Blenheim 
Corby, Northanls. 



COMPUTER GAMER 
CLASSIFIED ORDER FORM 










1. 


2 


3. 




4. 


5. 


6. 


Please place my advert in CG for Issues 

commencing as soon as possible, 1 am enclosing 


7. 


8 


9. 


my cheque/P.O. tor £ (made payable to 

A.S.P. LTD) Advertisers please add 15% VAT 


10. 


11. 


12. 


13. 


14. 


15. 


















Phone No 






















| SEND TO: 1 GOLDEN SQUARE, LONDON W.1.6L207AR. Fv w | | 1 1 1 1 1 1 1 1 1 11 1 1! i | 









A text: adventure with graphics 







Wizard Computer Game , ^ 
Alpha House, 10 Carver Street' 



Telephone: (0742) 752912 



COMPUTER GAMES 



Grovrtner 






William VNfobbler is the latest 
game from Tony Crowther 
a most exciting adventure 
game. Through the 
underworld of dark 
powers in search of 
golden treasure William 
struggles against all odds 
to vanquish foes and reach his goal. 
A game of skill and excitement. 




